Support the XLIXE? 
Not me ... 



but you can 

Page 6 supports your Atari with the world’s 
oldest and best dedicated magazine ... 
as well as the world’s best PD library .... 
as well as providing commercial software ... 

Don’t be like the guy above 
return the favour 

Keep supporting Page 6 



Issue 71 - April/May 1995 £2.50 


FOR THE ATARI CLASSIC 

O INTERRUPT! 

Display List Interrupts and Vertical 
Blank Interrupts - the full expose! 

O DEMOS 

A run-down of some fabulous 
demos for the Classic 

Q PLASMA 

Swirling clouds of gas attack your Atari! 






MAKING MUSIC 



We explain Kaw MIOI makes it 
possltile to transfer music be¬ 
tween mac bine 5 



PUBLIC DOMAIN a jirst look at some of the Budgie range 


PLUS^~ THE TIPSTER COMPLETES ViEBRUHDLES^ HUttPHY&l YOWATARI^ mmOTHmiLBAG 
































































Thanlcs 


Les £llmj7ham puts It all together and nils 
up the gaps but the real thanks goes to the 
following who made this Issue possible 

Saitdj/ Einnpfium who takes care of all the 
oiTicc work, advertising and mail order 


For their re^guiar contribuhons 

t/ohn 5 Dauisoit Stuart S/furray 

Paul Rixon flTic Bovinffton 

fan Ffnlesson Mark Stinson 

Allan J. Palmer The Tipster 


For their contributions this issue 


Dcuilel Baverstock 
Joet Goodiuin 
Steue IVlcklin 
James Austin 
Leslie Benson 
Kevin Cooke 


Ann O^lVisooll 
Bodo Jurss 
Richard Gore 
John Foskett 
Andy Guillauine 


Specini mentDorus to John Faskett nnci Daoid 
Sar^eont loho sent fn seueroi oorUribiUTons 
that Lui/l be Jeaiured in the next Jeio issues ■ 
thanks guys! 


Some of Uicsc folk have supported us from almost 
tlie befitmihig and without them we would not be 
here. Some are having artlctca published for the first 
time. All are to be thanked for sJiartng theJr cnthti- 
siasm vtith all read New Alart User 


HOW IT’S DONE 

PAGE C shows Just what you can do with vifiLr Atari, 
NEW ATARI USER has always been created entirely with 
Atari equipment, initially on the XL but more late^ with 
a Mega ST and other atulT. who ncei.l3 PC's or Maes! 
Hardware Iru^ludesa Mega &T2 (upj^raded to 4Mbi. 
5M12& Mnnitar, Supra SOMb Hard Disk, a IIP Laser|et 
111, Citizen 124D printer. Philips CMBftUS mohlttil'. 
130XE. a 'Couple of 1050 disk drives, SSO Interface. NEC 
8023 printer. Principal software USC-fl Is Pmtext and 
Fleet Street Publisher 3.0, Other software inrludcs Kcr- 
mlit, TarfTalk;. Turbo Basic and tarkmis euslom written 
prograiTB on the XL/XE- Articles submitted on XL/XE 
diaks are transferred across to ihc ST via TARTTALK- 
Programs arc coded on the XE and printed out dLrtCtly 
for pasting in after the typesetting Is completed All 
niajor editing Is done With Prolexl and pages are labd out 
with Fleet JSireei Publisher, Each page Is output directly 
from Fleet Street to a HP Laseijet 111 which produces 
finished pages exactly as you Srcc them. All that is left Is 
to drop fri the listings ark! pholoa. 

Well, it's not quite as easy' as that but you get the Ideal 


Inspiration 


WfiH, uAtal Cnspulratloft has there- bet-n this issue? 
Sirttn_^‘(y not a iof. Afucih of this has been 
cchrnpli’i'Wi in silence -cui my yfn4ny 5un luis bet-n qxide 
u/itooU and ! hm-'c bird on^ ofu-openjbr him clb tie 
ties tn tfitr ot/i£T room. The miistc tl Lof Itjoh twon 
pJayt?d htis bwn uirtitally thf sawe as lost issutf - 
Afike Oid/ield, Jtfnry Gltnpin-Cd/Twnfer, Runri^ but f 
dirJ a smaJI uicuider Into okier stuff. It 
really situted lotifi t/te Wor)ian''s CD ttfhich 

(nsj3in!?fi me to iisfen to some of tfu? ortfsts/eatureiJ 
thenpon. Maura O'CcmrtfNuifis sfionydy disoppotni' 
i/ip. 1 almost itwnderocJ u^h?/ / bought it. but Paul 
Hrody ums infinejarm, estiecialty uTiih'rhc Islrmd. 
Brealciny aioay^frorrt Ireland i hod Ct iislfm fo Sfiirfciji 
Cofljns oO'd 7he Albion Cdninirr^ Brind, Tfie oilMim 
ttOIS No f?oscs tind !"t s/iJl sutmds gretU after almost 
25 years. Next time nY.ujbe Pll haw? one or luw irwpiiJ 
smmds (u report ort hul/or rtolo I hoLt -Just had a 
sudden desire to hauea listen to Nic Jones' PSenguin 
See you nejrf time. 


CONTRIBUTIONS 

Without contrifeutioRf JVom Its reoder^, NEW 
ATAAT loould not be possible. PAGE 6 H»el' 
comeA ond eneouixi^es iLs readeris to subtnfCf 
articles^ programs and revleios Jbr publioatfon. 
Programs must be SubmlCtied dn disk or cassette, 
arCurles should lohereuerposslbie be submitted 
os teJct^les on disk. We seek to encourage UOUr 
participation, and do not haae strict rules Jor 
submissions, f/something Interests you.^ luritca 
program or article and submit It/ 


COPYRIGHT 

All orlgjrka] articles, programs and other maicrial in 
NEW ATARI USER remain the copy'r1|2hl of ihe au"* 
Lhur as credited. All uncrcdJtcd malcilal is copyriglit 
PAGE ti- PcrmlHsiun must l>e Solicit by aiiyonc 
wishing to Tcpuhlish any materlaT. Wlillsl we take 
whatever steps wc can id ensure tlie accura-cy of 
articles and programs anil ihe ‘Contents of advertise¬ 
ments, PAGE 6 cannot be hrkl liable for any errors 
or olalms made by advertisers, 

ATARI {TWli Is a regislened trademaiic d 1 ATARI CORP. All 
refepcrvcaa ahouldbe «d ne-fod. NEW ATARI USER !•- an 
independent publlcalicn and ha* no canneetian with Atari ar 
with any ather coinpany or pulHialneF, 



EditoriBf address: P.O. Bose 54, Stafford, ST16 \DH, ENGLAND Tel. OITflS 21392B 
Editor A Publisher Les Ellingham - Advertising: Sandy Ellingham 
Page layout by PAGE 6 - Printed by Dolphin Press, Fife, Scotland 0159 2 771652 
NEW ATARI USER Is published M^nomhly on m last Thursday of the month prior io cover date 
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"EditoriaC 


THANKS! 


TTirtnfc you. Thank you. Thank you! Last issue's appeal for more contributions brought forth a 
great response with several top quality articles and one or two readers submitting a whole host 
of cKciUng things on the one disk. We ha^-e got some good things coming up for you In the next 
few issues bat please don’t think that we have everything we need. It takes a wide variety of 
articles and programs to keep New Atari User Interesting and wc need your continuing inpuL 
We need more programsH especially games which seem to be a bit thin on the ground now^ so 
get programming. Ifyou check out the articles this issue on display [island vertical blank 
interrupts you should be able to polish up that program that you thought might not be quite 
good enough and send it in for others to enjoy. Do it now! 


THE NEW FORMAT 


After the Initial letters of praise at the brave decision to go to a smaller format w^e have had 
one or two dissenting letters In recent weeks which have complained about the smaller type 
size used. What smaller type size? As 1 have said before the type size is exactly the same. That 
was one of the most Important considerations in designing the new layout. The typeface is 8 
point Bookman Light on a 10 point base and that Is exactly what I have been using for the past 
five years. If it appears smaller to some folk it must be an optica] illusion. 

Several readers have said that they miss the printed listings. One of the reasons for dropping 
them is that the new format makes it quite difllcult to gel listings in two coJumns on one page 
and if only one column Is used any listing will take up twice as many pages. This issue 1 have 
tried to address the situation with a type-in listing In the magazine which has been printed 
with a condensed typeface. I hope that it works, and If It docs wc may be able to have more 
listings in the future. 


AMS 


The Spring AMS Is upon us again and you will see an advertisement opposite. Although it 
contains a coupon to clip for reduced admission, the origanis^rs h<u;ie said that the^ are 
quite happy to accept photocopies or even far you to take along your mag and show it 
at the door for the reduced price. No need to spoil the magazine. 

This time the show has fallen at an awkwanJ time for us as we have another important event 
on ihc following two days. We will be at SAMS but not with our usual stand so please don't 
expect the usual display. If there Is something special you want, some PD disks for example, 
you must phone first to let us know so that we can bring It along. 
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Mailbag 



Hailing 

Frequencies 

Open! 

Sub-space comrn.un.i- 
cations have been 
re-es tablis hed! 


After last issue's small 
helping of mail rm 
pleased to report that 
this time around the 
mailbag looks healthier, 
I hope this trend con¬ 
tinues. Without more 
ado, on to the letters 

Allan tJ. Palmer 


BLITTERCHIPS 
AU REVOIR .. 
BUT NOT GOODBYE 

We have menfforwd a shop 
in recent 

issues who q^ered support 
JortheAtart Uke almost 
everyone they haue came 
across a Jew problems and 
haue asked us to print the 
Jbilowtng letter. 

Dear Editor/Subsciibers, 

I am writing this IctLcr to 
your goodsetvea as to the 
current position of Bblter- 
chips. 

As many people arc aware 
Dlittcrchips is a small com¬ 
pany set up in StDtirbtidge to 
provide the local and Wide- 
Spread users of video games 
consoles and computers with 
an authoritative and informa¬ 
tive alternative to the high 
street shops who generally 
arc not Very helpful. 

Sadly, whilst tJlltterchlps Is 
a viable business and has 
been for the last two years or 
so, I have decided to close the 
shop premises at 1 IhA. 
Bridgnorth Road, Wollaston. 
This was not an easy decision 
but. nonetheless, one which I 
felt was necessary, Tlie 
reasons are many fold and, 
unfortunately, outweigh the 
good reasons for remaining 
open, [n brief, adverse factors 
such as rising costs and par¬ 
ticularly the vandalism feiCtor 
which again In turn increases 
costs [Insurance, repairs etc.) 
have force this closure. 
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1 would like to point out. 
however, that we are by no 
means beaten and shall con¬ 
tinue to operate from market 
stalls and by mail order. We 
shall, more than ever, prom¬ 
ote Atari products and en¬ 
deavour to persuade more 
people to subscribe to the ex- 
oellent magazines such as 
NAU. 

A final note to all the people 
who sent orders for the Star- 
fighter 1 Joypad and won¬ 
dered what had happened. 

My sincere apologies for the 
delay In despatching these 
Items to you. All orders will 
have been fulfilled by the 
time this letter is published. 
All goods are guaranteed and 
should anyone have any diffi¬ 
culties please return the 
offend Lng Items to tlie 
address below for immediate 
replacement For general en¬ 
quiries please ring the tele¬ 
phone number given at any 
time. 

Again may I thank the team 
at Page 6 for their assistance 
and may we all look forward 
to a brighter future together. 
And a special thank you to 
the hundreds of customers 
that supported Blltterchlps 
tlirough this diflicult period. 
Keirh Hughes. BUtterchips. 
c/a20 Collett Close. 
Perjields, Stourbridge. 

West Midlands DY3 41 iS. 

Tel 01384 S23457 

t tt is always sad 
someone who is trying to sup’ 
port the Atari has problems. 
LeVs hope that thirds get bet¬ 
ter for us all frt 1995^ Ed. 
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CONTRIBUTORS, 

& HOWFEN DOS 

Stem Sha^aring writes frcKn 
Sotdhcd!, Midfbf. fan. area f 
Lised to fcrtoto luefl lijhen 1 
loas a yotu^sfcer- back in the 
dark ages B.C. - Before Com¬ 
puter!}. First Stan mokes the 
foUoivtng observaiioni 
"f would like to endorse 
Frank Atkin's comments in 
issue be re Dave Richardson, 
for whom nothing seems to 
be too much trouble," 

Tfiariks, Ston ■ tt's good to 
knoiL! that tlwre are plenty of 
reltoble and helpful Atarians 
like Dave about, f Jotoeuer, 

Ston does continue "I regret 
this does not seem to apply 
to one of the NAU regular 
contributors fwho shall re¬ 
main nameless) - hoping for a 
quick fix I wrote to this gen¬ 
tleman (enclosing a SAEJ in 
February ‘94 - i may have 
asked a silly question, but he 
could at least have sent me a 
silly answer..." 

T /Weil, that's got lis all think¬ 
ing nSfcin afootU who tlxe guilty 
party is. Chances are It's 
probably me! Ed.J 

On to probtefms /rom Stan, 
has "...attempted to use 
Dave SEirgcant’s File Segmen- 
ter [issue 06J to break up the 
docs on SuperD0S,5 without 
success. I found the Srst seg¬ 
ment overflowed the buffer in 
my word processor (AtariWri- 
ter), but segment 2 consisted 
of only 2 lines! i decided line 
120 "BSIZE" cxjuld be the one 


to alter and made it 10240, 
but nothing seemed to work - 
I still overflowed. I am now 
wondering if my 65XE has 
too small a mcmoiy to use 
the program 

* 1 haven't had. a chtoiee to 
experirtwnt with this ikflfty 
so tin/brttinatoly 
can't gliJe you on onsuaer. 
Maybe on«? of our readers can 
help? I don't believe you 
shotilci hnoe a problem loCth a 
65XE. 

•fr Stan has also been using 
the 7/OWF£iV tape to disk 
tmns/i?r uliliiy/nom Stuart 
Murrai/'s fYitiira 4 disk. "I 
successfuliy transferred 
Snooker and Pool. AlrsLrikc 11 
and Missile Command. 
Flushed with success, I 
thought It would be nice to 
more than one game per 
disk, so ] loaded DOS 2.5 to 
took at the directory, and 
that is my problem - 
although the games boot and 
play perfectly, all that shows 
in the directory Is "000 FTiEE 
SECTORS". It isn't really a 
crisis, but it is Intriguing - 
any answers?" 

* J'm not sure ushal i/our 
objective toas Stan, hut fn 
tonrus ojf th^? directory display, 
Tm sure dlls is the result of 
using DOS 2.5 to examine a 
non-DOS 2.5 disk. The HOW¬ 
FEN utility doesn't itse stan¬ 
dard Atari DOS, so instead qf 
^/Inding the Atari DOS direc¬ 
tory begirming at sector 360. 
DOS 2.5 ilhds tohateuer the 
iJOWFEAT format has put 
there, le. the HOWFEN direc¬ 
tory is in a different place. 

Page 6's New Atari User 


Are there any HOWFEN ex¬ 
perts oui there ifhe cart sup¬ 
ply more details? Perhaps 
you'd like to use a Sector Edi¬ 
tor, Stan to examine the disk 
and let us knou; u;hat you 
make of the formal.? 


INK-JETS and 
KEYBOARDS 

Our self-styled WJ\.C.O. 
fthaf's Wocky Atari Classic 
Ou^ned M, Tomlin/rom Dosil- 
ddn (rt Essex sends the fol¬ 
lowing: 

"1 read your answer to me In 
Page 6’s Mailbag on die refill¬ 
ing of ink-jet printers. 

Thanks, but I have been fill¬ 
ing it with normal Parker bot¬ 
tle ink which has worked well 
- so far 6 times but 1 think I 
will have to buy a new car¬ 
tridge soon as the cartridge is 
showing Signs of wear now. 

It’s been a lot cheaper than 
tlie refill kits you advised me 
to buy. 

I would like to ask - are all 
P.C. Computer Keyboards the 
Same. i.c. will a keyboard 
from one P.C. work on 
another, 1 recently got a PC, 
which works, from a boot 
sale for £ 10 but which Is 
without a keyboard. It has a 
7 pin (Din type) connector on 
tlie rear where the keyboard 
should plug in. I have never 
used a PC ... yet.’' 

T Welt M - not being a con- 
naisseur qf PC hardware. I'm 
uncertain as to the compaidtit- 
ify qf PC keyboards, but f sus- 
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pect that you shouldJmd 
ihem Jcdriy interchai^eable. 
There may be the occostoFio/ 
odd discrepcuicy - f believe 
the keyboard for the Acorn 
RISC-PC has one key Ithe uer' 
tlcal stra^ht - tuhateyer 
that's caUed} that doesn't 
mrttoh the "sfajidard" PC 
(Ton/igurohorL Thane's pnoib- 
ably d COr^UTftffcJn program 
ujtthln the PC operating sys¬ 
tem for configuring the 
keyboard (US ys UK, etcj. Jn- 
cfder^aliy^ I seem to haue re- 
cotlectkjns <f odiJerts in the 
Atari magazines of the 
19&0sfor PC keyboards liJtth 
Atari interfaice connecttons 

A siibsequerit letter/rom 
M. ToFTiifn oon/lrms that he 
has continued to hawe suc¬ 
cess using his Commodore 
MPS 1270A ink-jet printer 
lotth his Atari. A £2.20 botde 
of black Parker ink has 
allowed him to re-fUl the car¬ 
tridge 14 times before U has 
pi^used to Luorfc j^posstbly 
Jrom a build-tip of stale ink?}. 
"Waco” Tomiui identyiics that 
his Commodore MPS i270A 
"...prints the pound symbol 
with its dip switches set as 
follows: 

ON = 3. 4. 6. 7. 8 

OFF = 1, 2. 5 
Using the hash symbol In 
TexLPro, Speed Script or Mini 
Office II word processors pro- 
duces the pound symbol 
when printed. It works very 
well with every piece of PD 
software 1 have tried from the 
Page 6 PD Library Including 
all versions of Daisy Dot. The 
only program I find that this 
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printer wUl not work with is 
the Label maker utility from 
Mini Office 11. Also on the 
subject of printers, will a 
laser printer work wilh a 
8-bit system?” 

t The answer Mr T is "Yes, x£ 
canf" J refer to the final issue 
of Ben Poehland's lofe, la¬ 
mented Atari Classics maga¬ 
zine fLJoL 3/no 2 April J994J, 

/n the ''Wild FQJVTter" coiumn. 
Z>a£sy Dot 3 eJ0>ert Dauid 
Rtohardsort tepOilS that he 
'"...has an Epson Action Laser 
1500 printer, it has built-in 
Epson FX, LQ, etc. printer 
emulotton. By uslr^ the con- 
trxA panel on the laser printer, 
you can set ft to thfrtic that U 
is an old i^son dot-matrtx 
printer, and then you can 
hook it up through either its 
serial or paroitd printer port.' 
So if you happen to hnoe a 
laser lyfrtp (around, mhy not 
try it luith yourAteri Classic? 

"Waco^ also reports that he 
has problems nmning the 
Mi^aBoils demo disc on his 
130XE- any ideas? 


DISKS AND 
DISK BOXES 


FWther to erujulrtes about 
so! 4 rces/or SW' disks and stor¬ 
age boxes, D J lontton (1 hope 
I've deephered your name 
correctly} of iViuenhoe, EssftV 
si^gests MopUn Electronics 
as a supplier. "There’s over 
30 stores nationwide and 
they operate a mail-order ser- 
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vice, and you’ll find their 
catalogue In your local 
branch of’W.U. Smith.'' 

T ThanksJbr the iri/orrnatibn 
Dd, IHistoricai note here: 
back tn ll^J, Moplffi Electro- 
nfcs usere one of the first re¬ 
tailers in the U.K. of the (then 
new} Atari 400 and Atari 600 
Home Systems, 

and built lip a lange rar^e of 
imported softiuare for the 
Classic Atarilf 

REPAIRS &. 

ST CONTENT 

Ted Sole from Ormskirk, 
Lancs lurites that fie has 
"...owned an Atari 8-bit for 
nine years and It still holds 
my interest My main con¬ 
cern being If it should need 
repairing. Is there a firm that 
offers repairs?" 

t As far as Pm aionre Ted, 
thepe's no commerriai /Irm 
that icfli repair the Classic 
Atari; however, this su^’ect 
has been cohered in pfist 
Mailbags - off the top of my 
Iteod, among tlie people to get 
irt touch luith are Derek Fern 
at Mkro-discouixt. Sid Berry 
ar^J the TWAUG gang. Tau 
shouldJlrKi detoiLs in past 
issues. 

“<► Ted also observes "Now 
that two more ST magazines 
have gone, how long before 
there are none? 1 also own a 
3TE - will NAU give more cov¬ 
erage in the future?" 

T Thai's a gueSttort^/br cur 
esteemed editor and pub¬ 


lisher - perhaps it may euen 
be time for some sort of Read¬ 
ers’ Foil? 

ATARI CLASSIC 
AND PC 

Tolkuig about PC keyboards 
leads us on to this letter from 
Philip M. Brown in J^sujich, 
8idfotk: 

"^Sad as it may be, it seems 
that the demise of the Atari 
e-bit and therefore of New 
Atari User, creeps ever closer, 
the number of cheap second¬ 
hand power supply units and 
various other items associ- 
ated with the XL and XE 
machines to be found in bar¬ 
gain bins of certain computer 
stores testifies to this fact. It 
appears that the ST too win 
soon follow the path to obll- 
\rion. \ have greatly enjoyed 
using my second-hand 
eOOXL and always look for¬ 
ward to the arrival of New 
Atari User in the post, so 1 
will be ve ry sorry if it all 
comes to an end. However, I 
believe there is a way to ex¬ 
tend the life of the Atari Clas¬ 
sic. When I can afford it. I 
Would like to purchase an 
IBM-compatible PC. The 
problem Is that, being a wri¬ 
ter of science-fiction lunpub- 
lished as yetj. I have about a 
quarter of a million words on 
numerous Mini Office files 
that I would like to convert, 
not to mention database files. 
Now I am sure there must be 
a great number of people like 
me, not really interested In 


games, wlio use their Classic 
Atarls for serious work. 
Therefore It would be a great 
advantage to be able to trans¬ 
fer files to an IBM clone, or 
perhaps obtain the hardware 
to allow the Atari Classic to 
emulate the IBM," 

T Well this s^rns to be a 
'hot' item at the rnoment, 

A ttltough I ihlnk you’i>e got it 
the tarong aviy round In your 
lost sentence. What is ouaii- 
oble nouj is the abUtty to emu¬ 
late ottr belaiied Atari Classic 
on an /BM-corj^arible PC, not¬ 
ably the PC Xformer 
software^ ! believe the guys at 
TiVAUG have already started, 
experimenting with £h£s and 
Dean Garraghty may also 
haoe eaperienoe of this. With 
the ability to use a laser prin¬ 
ter as described in my re¬ 
sponse to M. Toiiibn, tfle Atari 
Ciasste ond the PC seem to 
becoertng quite friendlyt Has 
anyone oui there got to the 
point where they can produce 
a good tn-depih article on the 
ajctencletl I fe of the Atari 
Classic on a PC platform^? 

AU TOOLKIT 
and MONITORS 

R^ular correspondent Brad 
Rogers from Southampton 
notes." "One additional benefit 
of the reduced size {of NAU) Is 
tliat the postman can now 
actually post the magazine 
through my letterbox rather 
tlian leaving It on the dtxjr- 
step, I ha%'e a disk subscrlp- 
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lion. So the larger envelope 
with DO NOT BEND printed 
on it rrieant It wouldn’t go 
through the letterbox!" 

Brad conitrutes UJlth obser- 
oattons on recently asked 
questions: 

'Tn Issue 70, Brian Arnold 
asked about the AU ToolKit - 
he wanted to know if It was 
possible to transfer this suite 
from cassette to disk -1 be¬ 
lieve that most of the utilities 
were sEarried as AUTORUN 
files. If this Is the case then it 
Is not as easy as copying 
from cassette to disk and re¬ 
naming as AUTORUN.S’\fS 
because the startup code re¬ 
quired for cassette or disk 
boot is different. 

Peter Foote wanted to know 
what monitors can be used 
with tJie Atari Classic - any 
with a Composite Video input 
and, optionally, audio. Per¬ 
sonally I use a Philips CM883 
Mk II, but these are becom¬ 
ing hard to find since Philips 
no longer make them. Alter¬ 
natively, any TV with a 
SCARP socket should do 
since the full implementation 
of that standard includes 
both Composite and RGB In/ 
outputs." 

t Thanks again for yoLir 
feedback Brad. 

MEMORY and 
BETA LYRAE 

From Bafiymafify tn Co. 
AFitrtm. AT. freloind, Nigel 
Flervy reports that he has 
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"...jBoentiy upgraded nr^ 
800XL to 256K with the Wlzz- 
tnonlcs upgrade (ftem Micro- 
Discount), a project which I 
thoroughly enjoyed. The 
main reason for my upgrade 
was so that I cxjuld transfer 
large tape programs to disk 
using TransDisk IV. This has 
been a very successful pro¬ 
ject with .90% of all rny prog¬ 
rams now running from disk. 
However, It does seem like a 
bit of a waste to have 256K of 
memory and only use It with 
one application. 1 was won¬ 
dering If there were any in¬ 
teresting applications where I 
could make better use of the 
increased memory?] know 
that I can now use a (large) 
RAMdIsk to speed up opera¬ 
tions. but are theme any prog¬ 
rams that can use the extra 
memory to its full potential?'' 

T Ybu'ue idenl^ted the neoson 
mhy f hfltjen't upgretd^^ my 
Classic Atari’s memory cnpac- 
tty - mhat can il be usedJbr? 
Its the old problem, nD-one' Cs 
going to develop an qpplica- 
Hbn using mcneased momoFy 
ttnie.ss they knoic it's got n 
wide enough audience to dts- 
tribute it to ... Open ihufiftftori 
to all readers - toil us about 
appltcations Lohich maJce/Edl 
use of enhanced memory on 
the C/assfr Atari.' 

f On the doLun side ctf mem¬ 
ory upgrades, Nigel bought 
and sitccessjidly played Tfne 
Toil <?/ Beta f-yroe' (re-re- 
utcujed in issiie 66} before he 
upgraded his 800XL memory, 
"The review states that the 
program will run on all Atar- 
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Is; however It refused to run 
on a friend's 130XE - the 
program loads fine, but when 
It finished loading nothing 
happened. After my memory 
upgrade, it behaved the sajme 
way on my 800XL. Does any ¬ 
one have any Idea why this 
might happen? AJJ my other 
programs work perfectly/' 
t Wtelt you have me puzzled 
there, Ni^el -1 utould ejup^i 
the game to run on a WOKE, 
btii Its not one I've ever tried; 
can someoTW confirm the sta¬ 
tus of this? 

While fnenttoniny Thiris- 
Disk fV above, Nigel "...would 
like to thank Raphael Espino, 
whose letter in Issue 6S 
prompted me to obtain a 
copy of issue Gl. where his 
solution to transferring liles 
In Enhanced Density works 
pcrfccUyr 


DOS to BASIC? 

FVom Snlisbunj, Wiltshire, 
Dennis Fpy^rfy luo,? a conun- 
druin: "I knew that I can 
move from BASIC to DOS by 
POKEing location 1016,1 and 
pressing RESET!’; but I have 
yet to discover how I can re¬ 
turn to BASIC from this state 
- that dreaded message "No 
cartridge" always comes up. 
When I am using Turbo 
BASIC, together with MEM- 
.SAV, 1 can return from DOS 
to BASIC by running at mem¬ 
ory location 2080. My ques¬ 
tion Is - Is there an address 
in DOS 2.5 which will trans- 

Poge 6's New Atari User 


fer me back to EiASiC with 
Just a few keypresses?'' 

T Hmrnm ,,, / tlilnk we're 
stretc-hing things a bit here - 
the POKE J disables the 
BASIC ROM, so any subse- 
qiif'rtf att^rripf fo reload 
BASIC must fnooioed re-set¬ 
ting the to indicato that 
the BASIC ROM is aootlable... 

MAG STORAGE 
and DEVON USERS 

Kevin Cooke (another of our 
r^ular corresponderttsljfrom 
EZxpter. Z>eL!cin has the follow¬ 
ing comment on sformy his 
netu/ormaf JVAD issues; "For 
the cost of a few AS plastic 
sleeves [ciirrently selling © 
75p for 10 In my local W.H. 
Smith) and a ring binder, the 
new format NAUs can be 
effectively stored in a neat 
and tidy way. I have also 
found that this helps to keep 
the magazines flat and pre¬ 
vents the covers from getting 
turned up comers." 

KcLKin otsa asks: "..are there 
ANY other Atari 8-bittcrs 
close to Devon who read Page 
G and might be intcresied In 
meeting occasionally to swap 
hints and tips, give program¬ 
ming help, repair hardware, 
or even to play games 
againsi? I know of no-one 
who owns any sort of 8-blt 
computer let alone an Atari! 
if anyone Is interested, th^ 
can contact me at 36 Buddie 
I^ne, St T’homas, Exeter, 
Devon EX4 IJH." 



* Good kick; Keutn - il'll iw 
intends (trig to discover if 
there’s a pocket cf Atarians 
down Cn the South-U^esi. 

1050 PROBLEMS 

Finally, u>e haL^e aplea/or 
help/jum Dennis Hedges of 
Southampton; 

"My lOSO just keeps switch¬ 
ing on and off all the time. 
Not the power supply. Just 
the drive. I had a look Inside 
but alJ looks to be OK- I live 
in hope." 

* What Loords of advice can 
the NAD readership q^er? 

And that Lonips up another 
Mailbog oolumril I hope io see 
a continued chain of com- 
municaftan for nenct Issue. In 
the meantime, what can I 
ramble on about toJUi up iJia 
rest of the page? Ah yes, I'm 
ccimpiiir^ this Just a couple of 
days cifter seeing "Star Trefc 
Cenercitkms" at the cuiema - 
I've got to admit i tvas a bil 
loary of this, feeling it looidd 
be someiuhnl shaFnJWed 
toyelher arid Loondered if it 
could retain the atmosphere 


of tlw exceller^t "Ned Genero- 
flon" TV series, I toos L»erg 
pieosonlly surprised - this 
monte is eery luell done, mak¬ 
ing great use of uarious bibi of 
the Star Trek background Wiat 
hare sprung up oner the 
years and filled In some of 
tlie gaps. It is very ^L^eU'pc^ced 
and considerii^ the number 
of pfiT\cif>cd cFjoriQcters, 
euriyone gets a chance to take 
centre stage foibelt sometimes 
brt^yj. Ttiere is drama and 
there Is humoirr Luith a fas 
olujay-Tj superb pefforrnarice 
from Patrick StoUJant and 
(seme might scat surprisingly) 
a fine final portrayal of James 
Tliberitis Ktrk by William $hat- 
ner. The special effects ore 
magnficent (the space 
scenes, the astro-cartography 
cha mber, and urhal they do to , 
the £ntefprtse-D in the finale), 
but they dort'f fake the film 
awatffrom the actors. As you 
might guess from the preced¬ 
ing, I IJK£0 tills iUm - my 
only question Is; tehof ore 
they going to dojfor the next 
seqidel? 

That’s all for this time, 

"Beam me up, ScottyT 


Air j/our views on all things Atari or help your 
fellow users with their queries - et^en ask for 
help yourself* It's aM inheres if only you 

write it down* Here's the address: 
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NEW ATARI USER 
P-O- BOX 54, STAFFORD 
ST16 1TB 
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Daniel Baverstock 
explores that strange 
computer phenomenon 
- the demo -from the 
collector’s oieiopoint 

T he World of the DEMO crew. Popu¬ 
lated by strange people with Atari 
8-Dlts and square eyes with nothing 
better to do than sit around in partial trances 
typing In endless lists of numbers which 
apparently make sense to them. 

Usually to obtain recDgnlllon, these groups 
give themselves a name. It can be anything 
from hip sounding names like "Copy Crew 
Amsterdam’ to ‘Gizmo rnagic\ from ‘Gnome 
Design' to The World Federation of Mad 
Hackers'. Tn addition to a group name, these 
strange people often give themselves an alias. 
SometimEs named after monsters, cartoon 
characters or computer jargon; Frankenstein. 
tJartman, Bceman, Prtzm. Detail. Lord of 
Darkness, and Stormtnooper! Caroful obser¬ 
vation has concluded that this could be be¬ 
cause they either want an exciting sounding 
alter ego Upon which they can place the 


WHY BOTHER? 


blame if anything goes wrong or because they 
have awful sounding or unpronounceable 
name in the first place! Then again, of course, 
It maybe neither. 

Demo crews spend their free time trying to 
work together on ideas, compiling the vEirious 
p^s on compute^ de-bugging. rewriting and 
arguing, until one day they emerge into the 
Light with most of their Initial idea intact and 
finally on disk. Then somebody leaves It on a 
radiator, turning it Into a globby mess, there¬ 
by forcing them to start all over again! 
Another 6 months pass and they again 
emerge, short of one unfortunate team mem¬ 
ber. (well they had to eat something!), and 
blooei pressure higher than that of a 110 year 
old’s after competing in the London 
marathon! They have finished their imegadc- 
mot 


WHY DO THEY DO IT? 

Wliy do programmers program demos? You 
can't play them like a game, and the appeal 
doesn't last long after you liave watched it 
once or twice. After all, ail demos on Atari are 
the same aren’t they? Once you've seen one 
you’ve seen them all? Well, perhaps so In 
some cases, but demos, especially megade¬ 
mos, do have some lasting appeal and are 
surprisingly very important for the Atari 
8-Bit] 

Why? The word demo is actually an abbre¬ 


viation for DEMONSTfLMlON. Yes. it's true! 
Demos introduce new techniques, faster ways 
of accomplishing a task, and memory saving 
tips. They introduce other programmers and 
owners to new elTects, such as tM^ttcr sound 
Eind graphic displays. They are like an Inlbr- 
matioii. medium through which new develop¬ 
ments are sharetl and where groups can send 
■Greetlnx' to other groups and ihc rest of the 
Atari owning community. It's also a great 
opportunity to show ofR 

Through making demos programmers of 
games and utilities and hardware freaks can 
produce better programs for the Atari. You 
can see the benefits by looking at games that 
were programmed in the early 1980'3 like the 
unbelievably Bounty Bob games, then 
look at games like Draconus, Zybcit, and the 
new T-34 tank battle, especially the title 
screens, music and sound RX. Same compu¬ 
ter, far more advanced and new found techni¬ 
ques. These are most likely to have been In¬ 
spired by demos, as well as other games. 

TAKING ADVANTAGE OF 
NEW DEVELOPMENTS 

More and more demos arc Using digitised 
music and sound elTects. Relatively recently 
stereo sound Upgrades were Introduced to the 
Atari, and so demos started to take advantage 
of this. One such demo is the World of WdH’ 
der>. a mono sample and chip music demo 
collecUon converted to stereo. 

Memory upgrades introduced in the last five 
years have opened up new avenues for demos 
and games. Although programmers do still 
tend to stick to 64K limJtattons, leaving out 
the extra 64K that the 130XE allows and even 
more with 256K computers. These etihance- 


ments will allow bigger games with impressive 
intro-screens, containing more graphic detail, 
animation and sampled sounds. Aside from 
demos, Ke-Soft’s Brundles makes use of 
memory upgrades and so does the PD game 
Megablast. 

Compression techniques allow far greater 
demos on smaller capacity machines, and 
Lake up less disk space and accessing time, in 
fact most of the megademoa use compression, 
some continually throughout the demo. This 
is used to great clTcct in the Dancing lady 
demo from the ’World Federation of Mad 
Hackers’ The Top jnegademo. 

CREATING SOMETHING 
ORIGINAL 

For a while demos had become too similar 
and unoriginal. To a certain extent this Is still 
the CEise. The most common demo style is the 
horizontal scroller with music and images 
scmUlng past, and coloured DLI bars in the 
background. After the initial cl&cls arc in¬ 
cluded in a demo, any future demos lose their 
appeal and excitement, leaving only greetings 
to read. Many demos, lujwcv'cr, are extremely 
original, especially Megademos which contain 
a varied amount of demos-wi thin-demos. 

Each loads and unpacks a stage at a time, 
some linked, some unique in the collecUon, 
The Top Megademo from the disbanded 
WTMII has three parts each with around six 
to seven demos. One crams over 400K of 
digitised data Into 128K. and continually 
packs and unpacks it In real time. It also 
informs you that 512 colours are possible on 
screen at the same Ome, contrary to the 256 
colour limiL It has a good sampled tune or 
two and has a great demo in which 25-30 


Grwtinx to ... HARD^SOfT, Jumrc, POKEV, HUREK, CIA, GIZMO MAOIC, THE GEBMAW CMCKE*. ARnSTS, THE GEHMAW CHAOTJCS, TACF, XLSOFT, VEIEKAJVS OF IWWtt SKADOirS, BLOOPr 

GROME 0ESICW..... and TO aunKEWSTEW, MAGIWS, SOUR SIS, THORCAL, THE RXTERMIAUTOR. raS GNIGVOHnV BASE, SOU) COOEUI, SPT RinvrER, 
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scroltcrs arc on screen at the same dme* The 
Top Part 3 Introduces a great reflection tech¬ 
nique to give the Impression of a glass sur¬ 
face, mixing colour and hl-res text togetlier. 

Excellent megademos like the Cool Emotion 
demo from Hungary's HardEJoft, or the Sweet 
niutiod megademo programmed by now 
Amiga crew the Shadows Include some mind- 
blowing new effects. The Digi/chip music on 
the Cool Emotion demo is great, as are the 
Sweet Tllusfon demo's shaded revolving poly¬ 
gons, moving much faster than previous 
attempts at 3D animation and light sourcing. 


USING SAMPI£D SOUND 

Demos have shown us that three samples 
can be played at the same time, and that the 
screen display can remain on during sample 
play. In addition, sampled sound is mixed 
with chip music. The last few demos on the 
Unity Project have a great tune, and the 
Vocab demo on the NOSAUG vol. 1 has a good 
mix with two drums, cymbals and claps 
amongst average chip music. Ag^n T have to 
mention Hardsoft's Cool Emotion demo for 
great sampled sound. 

Module sampled files converted from other 
machines are also creeping into demos. Fii- 
day-Soft's Fampy files especially. Another 
mod player has one of the best MOD files I’ve 
heard, the FYC song "She Drives Me Cra3y". 
Ijong samples seem to have been included in 
Megademos, the most well known are those 
on the Big Dema. some say tfie best demo. 1 
would have to disagree, placing It in fourth 
place after Sweet lUusion, The Top Megademo 
and Cool Emotion. The Phantasy Demo is 
supposed to be very good, totalling five techno 
tracks, two requiring 1231ft, and the new 
GTracker demo disk contains some good 


techno tracks. 

Otlier extremely good demos and Megade¬ 
mos available Include the Hiirek Demo Col¬ 
lection vdI. 2 available from NOSAUG. which 
has a great International Karate Plus anima¬ 
tion demo, and a Hi-res demo that mixes two 
colour pictures together. The NOSAUG PD 
demo vol. 1 HTT/^WMH isn't as good, but it 
is worth having in your collection. 


VISUAL EFFECTS 

Colour plasma effects and pixel plotters are 
the latest phase which demos seem to be 
going througli. and some look great. 

yj^om and Visdom II single demos have 
some of the most amazing colour effects used 
in demos. Visdom for example, has an eKcel- 
lent colour wave that washes over the top of 
the demo screen. Visdom II has absolutely 
amazing colour ripple, patterns of colour with 
the same effect sliown by those oil omamenbi 
you find In weird shops in seaside towns! 

The Unity Project has a great demo in 
which graphics modes 3, 9, and 15 are dis¬ 
played on the same scan line, with a great 
tunc and ocean blue scroller. This wasn't 
commonly thought pKJsalble until this demo. 
HobbyTronIc 92 is another worth having for 
it's small yet interesting effects. 

The Halle Project, {HobbyTronIc 1993), is 
also one to recommend, starting with a top 
notch long sample wlUi the credits. Play It 
through your Hi-Fi to really hear this one, 
although turning up the monitor volume still 
sounds great. 1 mainly recommend the Halle 
Project because it contains Visdom II. the 
exicselknt sampled intro and a Fampy mod file, 
Crystal Hammer. The majority of the other 
demos have some nice effects, but nothing 
spectacular. 


HARD TO FIND DEMOS 

One demo I've desperately tried to get my 
hands on Is the Intel Outside demo. Among 
many other mind blowing effects, it is said to 
have an cxeelient 3D cube with a picture 
texture-mapped onto the sides. However. 1 
was informed that It wasn't to be available as 
it Infringed a copyright, or something In that 
effect. Another haixl to find demo is the prede¬ 
cessor to Hungarian demo team Hard Soft's 
Cool Emotion Demo, Veronikau 

A bargain buy I would recommend is the 
Double Demo Pack 3 available from ANO 
software. It includes the cjcccllcnldouble 
sided Sweet Illusion demo from the excellent 
Shadows team. Bitter Reality and Ray of 
Hope, Costing amund £2 this is real value for 
money. 


ONE-OFF DEMOS 

Impressive single screen demos can be 
equally as impressive as megademos, 
although not as long lasting. Shiny Bubbles 
is a great 10 frame animation of rotating 
spheres on a landscape and looks great. As 
does Video blitz, a landscape of disks and 
pools of water wlzzlng past. Both run on 128K 
machines only. Compy Shop Is one demo 
comprised of sei'eral parts, around nine or so 
which reside in 128K. This is one of the first 
demos I purchased, and Is well worth having 
In a demo collection. 


WHERE AND WHO? 

Most demos and megademos come from 
Europe, mainly Poland. Germany and Hof 


land, while very few come from the UfC As far 
as I know none have emerged from the USA, 
Canada and Australia. TTierc are as men¬ 
tioned earlier, joint efforts every so often 
which produce seme good megademos, fllalle 
Project. Unity Project, Big Demo, The Great 
British Demo Collection), Many UK produced 
demos appear on UK disk based magazmes. 

Apart from It being very rewarding to design 
and complete a demo, tliesc programmers 
and groups certainly provide an important 
link between contemporary ptogranimers. 
teams, and all Atari owners. They are almost 
as Important as programming games. 


THE FUTURE 

[ would like to see a development in the use 
of samples, both In music and FX, and 
perhaps of higher quality Clian the 6‘3khE 
samples currently used, f l6khz). Also more 
3D filled vector demos, perhaps showing 
actual objects, a craft for example. Some 
great animations and sequences would really 
be excellent, 1 would also like to see demos 
utilising ISOXE more often. I am sure there 
are just as many of them as there are 64K 
maehtnes- 

Strangcly* almost all demos arc PD. or sold 
for the cost of the disk and postage only. 
Therefore the demo crews and programmers 
have virtually no financial gain from making 
these demos. Just shows you how strange 
they all are, doesn't it? 



CODERS, THE COMTECH CREW* HTTp HUREK* AURA. CSS, UTT, COPY CttEW AMSTERDAM, FHiBAV- SOFT* BENJI SOFT, NNC, BRADV SOFT* ODK^FT* TOP CREW, DIGITAL CQMPVmG, LK AVALON* 


BEEMAH* AJVGEL, CUVO* LUOFERt HAWK, ARC, STQRMTRQOFER, LORD OF DARKNESS, THE t/t JOVQffJV LINK, TOMQHAWK, EIECTRQN, and ALL OTHER CREWS <md PROGRAMMERS 
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DISPLAY LIST INTERRUPTS 


Ann O’Driscoll 
expands on her earlier 
article on Display 
Lists to show how you 
can use interrupts to 
enhance your prog¬ 
rams, even if you no 
nothing of machine 
language 

wrote an article on Display Usts in Issue 
67 of New Atari User - what they were, 
how to modify them, and so on. At the 
time. I didn’t include anything on display list 
interrupts as \ thought that It would be better 
to concentrate on the basics. The programs 
and notes here are an attempt to fiJl the gap. T 
hope to show that display list Interrupts are 
not at all complicated to set up and run: 
Essentially all you have to do Is modify a few 
mcmoiy locations and incorporate a machine 
code routine In your BASIC program. 
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WHAT IS AN INTERRUPT? 

An 'interrupt'’ Is a system used by the com¬ 
puter to halt an Operation and do something 
else. The two kinds of Interrupt that most 
people have heard of a re the Vertical Blank 
interrupt and the Display List Interrupt. A 
Vertical Blank Interrupt [VBl) is a routine 
which is run in the time It Lakes iht electron 
beam which scans the screen to gel from the 
bottom right comer back up to the top left 
comer - about 1/50 second. The operating 
system uses the vertical blank Interval to up¬ 
date the timers and other memory locations, 
and user-written routines can be nm in addi¬ 
tion to these ’'system'’ interrupts. For inst- 
ance. VBIs arc often used to play background 
music in a program. 

A Display List Interrupt (DLI) causes the 
screen display to temporarily stop processing 
in order to run a machine code routine sup¬ 
plied by the programmer This ty pe of inter¬ 
rupt is activated when the Antic chip finds a 
spcciEil instruction in the display llsL Unlike 
the VBL you only have a relatively short time 
(depending on die graphics mode) to run a 
display list Interpjpt- Because of this. DLls 
are used for small routines like changing 
screen colour or Graphics mode+ 

SETTING IT UP 

To set up a display list IntcrrupLyou must- 
- Write a DLI machine code routine and 
put it into memory 


- Tell the computer where to find the 
routine 

“ Change the display list for the 1ine[s) 
where you want the Interrupt to hap^ 
pen. and 

- Enable the interrupt ti.e. tell Antic 
you're using a DLI] 

THE BIACHINE CODE 
ROUTINE 

You don’t have to be an experienced 
machine code programmer to set up a DU 
routine; you Just need to get the hang of a 
couple of concepts. 

First, the accumulator. This Is the Atari 
processor's main register, or place where 
numbers are stored and manipulated. The 
machine code language Instruction 169 
(assembly language mnemonic LDA) fol¬ 
lowed by a number loads the accumulator 
with the number, iTie instruction 141 
(mnemonic STA] stores ihc contents of the 
accumulator in a memory location speci¬ 
fied by die two bytes after the instruction. 
Second, tlie stack, 'rtiis Is the group of 
memory addresses from 256 to 511 (page 
1 of men»ry). Like the accumulator, data 
can be Written to and read from the stack 
using machine language commands. The 
Instruction 72 (mnemonic PILAJ pushes the 
Contents of the accumulator onto the stack. 
The instruction 104 (mnemonic PLA) takes a 
number from the top of the stack and puls it 
In the accumulator. The stack works on a last 
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TE 1S9 SEN Put iht WL adilress in tki DL i 
ector at Sll/513 
UH ill PIIE Sil,B;PQIE Sil^C 
Sft 141 REN EJiihU tbf interrupt 
OR 171 PIEE 541114)2 
SI 111 LIST 


in first out basis. If you add something in, it 
goes on top; if you take something out, you 
start with the most reeenUy added number. 
The routlrtes in the programs here all begin 
by saving the contents of the accumulator to 
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the stack (decimal 72) and end by restor¬ 
ing the contents of the stack to the aceu- 
mulntor (decimal 104). In other words, 
they use PI LA and PLA so that the accu¬ 
mulator la left unchanged after the 
routine. (The computer also has other reg¬ 
isters. If we were using these we would 
save and restore them too). The final In¬ 
struction (decimal 64, assembly language 
mnemonic RTl) tells the computer to re¬ 
turn from the interrupt. 

The other Instructions Involve putting 
chosen numbers In the accumulator and 
then loading them into specified memory 
locations. Because we arc using machine 
code, we put the bytes directly Into the 
hardware re^sters we want to cliange, 
rather than using Basic's shadow regis¬ 
ters. 


FINDING THE ROUTINE 

Mernoiy locations 512 and 513 are the 
computer's low byte and high byte poin¬ 
ters to the start of the DU routine. DU 
machine code routines, including the ones 
in the programs here, are often pul In page 
6 of memoiyT which starts at location 
1536. In this case, the relevant program 
pokes are POKE 512.0 and POKE 513,6 
Because the computer has only one inter¬ 
rupt vector, if you have more than one DLI 
you have to get each interrupt to change 
the address at locations 512/513 to point 
to the nest interrupt routine address. This 
is covered in FTogram 3 below. 


CHANGING 
THE DISPLAY LIST 

You must alter the display list to call the 
InterrupL To do iHISh you turn on bit 7 of 
the Instruction byte (add 128) at the place 


AZ 

UT 

QZ 

CJ 

m 

n 

91 

EF 

Jt 

JR 


QB 


NT 

El 


AC 

HH 

ZL 

05 

m 

Dll 

51 


Lr^T :tlTEF.'f:i;p! H2 


CHANGE COLOUR 


£11 HEN 

ZBZ BEN_ _ 

114 REN 

211 fitflPKIES Bj 9 L=PEEI»&IHtSHfEEK 1 S 
51 } 


m FOI )(=• TD ll^REAO B:mE iSTS^R^B 
SlEXT I 

23 1 DITR 72 ilf 2 JI,U 14 i,llZ,i 4 i,Z 44 
IS,li 4 ii 4 

232 REN 72 ;:fHA PttSh ACtUMUUtflr QRtD s 


tick 

234 REH lfi 4 =LDA Laid thi iCCBMIlitor If 


ith,, 

Z 3 B REN El = A (tlinir RBiNier; red in t 

kis CiSf 

230 REH 141 = 5 Td Mart thf iccimotatnr 
it MMrs iicatins.f* 

241 REN lB=Utf bfte IRd 212 =hi|h bytC 
giviBi il+ 2 Sinil= 541 l 2 = Hf^TIC addri 
S 5 to sgiKhrAnise dispUg 

242 REN UliBTA 5 tor I IhB iCtUHRlilor 
in NOMrg itcatiORS ... 

244 lEH 14 - 10 V bite ud Zlt^kigit bgti 
giving 24 t 25 B«ZB «=53272 = hirdtfirt COl 
iOf rtgister 

246 REN 1 B 4 =PLA Pill aCfQNUiitOr frOH 


Stack 

211 REN 64 =ITI Return frON intvrnpt 
243 REN Ptkts AS for liSing 1 ik»E 
26 B PIfE RiniiPEEI 19 LnB}tllft 
271 PDEE 511 ,R:PIIE 513,6 
Z 6 B POKE 54216,112 
Hi LIST 
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CJ 

OL 

!V 

RE 

CK 

NC 

W 

CR 

HI 

IB 

BU 

m 

EE 

EE 

IG 

NO 


ill REN 
111 lEN 
314 REH 


MSPLfiV Ll^r INIEffllPT tj- 



rHE ^fCCihf ONE 


»6 REN 

310 GRAPHICS l:DL=PE£K( 56 |} 4256 «PEEKf 5 
613 

321 FOR R=l TD 31 iREAD BsPDEE 153641 ,B 
<IEKT R 


325 RATA 72 , 161 , 4 , 111 , 1,212 

3 » BAIA 169 , 13 , 141 , 1 , 2 , 111,64 

335 rata 72 , 161 , 51 , 141 , 11 , 212 , 141 , 24,2 

It 


341 RATA 72 , 161 , 1 , 141 , 1 , 2 , 114 , 114,64 


flPST INTEPf-LPT - 


342 REN 72 TO 212 tre the S 4 M ii list 
ing u upsidt don tPit 

344 REN 161 :LDA Load thO ACCUMUlAtOr tf 
itki.. 

345 REN 13 r|anb«r. Our sreoid RLl star 
u At nrwpg I neat ion | 53 lf 13 = 1541 
146 REN t 41 : 5 TA Stare the KCifMilAtor 
in Ni'iiarg licaltiK o 

347 REK Biltv bgtf and 2 =higli kgir giv 
ing t 425 Hl :511 


AG 346 REN 1 B 4 =PLA Full accuH fron stick 
IF 341 REH E 4 =IT 1 RCtUm fPDN Ithe fifStS 
interrapi 


<£CjN[ iNTEPftJPT 


IH 352 REN 72 TD Zit are the sane as list 
ing 2 

KA 353 REN 72 =PHA Push accBMilalof Cvhich 
has tbf RiNber 541 ante stack 
Tl 354 REN IGULIA Load aceun tfith.. 

RA 355 REN B^IURbeP Vhich nil! gn Iitn lA 
cation 512 . in this cast, i 
II 161 R£N l 41 =STd StiH’e the accuNHlAtor 
in jttiHrg lOEatiDns ... 

NC 167 REN liltv bgle and 2 =iiiih bgte gi# 
ing 1425612:512 

IE 351 REH ll 4 =Pld Pttll accuR Frun stack. 

Dent tvice kecause ve used pna twice 
IX 351 REH E 4 =ITI letwn fnt Itke setend 
] interrupt 

FZ 361 PDEE iLflZ,PEEECRL 411 ] 41 ZI;PaR£ IL 
4 ZI,PEEXeRLt 2 IH 12 t 
Ni 371 PDEE 612 ,tiPiE£ 511,6 
DV 361 POKE 54216,112 
IN 311 LIST 


wfheie you want the Interrupt to happen. For 
instance, if you want to change the 17th line 
of the display list (about ihc middle of a 
Graphics 0 screen), the BASIC command 
would be 

POKE DL+ 16 ,PEEK(DL+ 16 )+ 12 e 

where DL fs the start of the display list. 

ENABLING THE INTERRUPT 

Mcmoiy location 542S6 la the computer's 
interrupt enable address. Bit 6 controls ver¬ 
tical blank interrupts and Bit 7 controls dis¬ 
play Ust interrupts. Wc saw above that VBIs 
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arc used by the computer for updating some 
memory locations, and when you switch on 
your Atari PEEK(54286)=64. indicating that 
VBIs are enabled. DLls are not used by the 
operating system so we must set BIT 7 [add 
12S to the byte] in order to enable them. The 
BASIC command POKE 54286,192 does this. 


THE PROGRAMS 

The three programs show some simple DLIs. 
Tlie REMs In the listings should give a good 
idea of what is happening. In all cases, typing 
GRAPHICS 0 will get you back to a normal 
screen when you are finished with the prog- 
? Atari User 
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MICRO DISCOUNT 

265 Chester Road, Streetly, West Midlands. B74 SEA. England 
Tel: 021-35S-5730 or FAX; 021-352-1669 


DJSK SOFTWARE 


hardware 


AD AX 

ATAR»WR1TER 
ALTERNATE REALITY 
ARTIFACT 
SANG BANK 
, BATTLESHIPS 
CROSS COUNTRY 
ROAD RACE 
DALLAS QUEST 
^ DARKNESS HOUR 
^ARK ABYSS 
OEIMOS 
DONALD 
DRAGON'S 
DROP IT 
EUREKA 
GAUNTLET 
HAWKOUEST ' 
HUMANOID 
IMAGINE 


INSIDE 

MERCENARY 

MICROX 

OPERATION BLOOD 

PRINT LAa V3 

PAGE DESIGNER 

PRINT POWER 

SUPERSCRIPT 

SEXVERSI 

SOUND tracker 

TAGALON 

THE BRUNDLES 

THE BHUNDLES EDITOR 

TYPESETTER 

THE LAST GUARDIAN 

THINKER 

CURSE 

^ VIDEO TITLE SHOP 
ZONE PATHOL 


ATARI t020 PRINTER PLOTTERS 
ATARI LIGHT PEN 4 CARTRIDGE SOFTWARE 
MICRO PRINT PRINTER INTERFACE 
WIZZTRONICS 256K 8(J0XL UPGRADE 
FOXUNK ST TO S-^BlT INTERFACE 
^ 720K 316" DISK DRIVE INTERFACE 
3V&" 720K 
PC. XFORMER 

^1050 DRIVE MECHANISMS 
RECONDITIONED DRIVES 

LOTS OF A TARt SPARES: 
INCLUDING RE-INKABLE COLOURED 
1029 RIBBONS AND BLANK DISKS 


ROM CARTRIDGE SOFTWARE FROM SOp! 


FULL PRICE DETAILS ARE AVAILABLE IN CATALOGUE Nfl. 16 * £1.00 PER COPY 
OR JOIN OUR DATABASE AND GET SPECIAL MEMBERS ONLY DEALS 


DISPLAY LIST INTERRUPTS continued 


rams, as thts restores the default display list 

Progjam 1 uses an Interrupt to print the 
screen text upside down after a few rows of 
normal text You can print upside down char¬ 
acters from BASIC using E^KE 755,4. The 
machine code routine puts the 4 Into location 
54273, which Is the hardware register for 
755. 

The DLl In Program 2 changes the screen 
colour. This Is done by putting the colour 
number In memory location 53272 [the hard- 
ware equivalent of location 710^ for back¬ 
ground colour), Ifyou read the listing you will 
notice that the colour number is first put Into 
location 54282. This Is done to stop blurtncss 
on the line where the colour changes. One 
piDblem with DLIs Is that you have no control 
over WHEN on the mode line the interrupt 
will occur. However POKEing location 54262 
[called the WSYNC register} with a number 

2Q 


makes Antic liaH and restart a few machine 
cycles before the end of the line. By making 
Antic wait before it docs the changes wc syn- 
ehn>nlse the DM wilh the screen display. 

Program 3 was included to show how one 
display list interrupt can be used to call up 
another. We saw above that you have to do 
this If you have more than one Interrupt be¬ 
cause there is only one place (memory loca¬ 
tions 512 and 5 13] for us to POKE the 
address of the DLI code. Routine 1 starts at 
1536 and routine 2 starts at 1549. LINE 37& 
of the program tells the computer where to 
find tlie first DLl. This reutlne then puts a 13 
into the low byte DU vector at location 512, 
which enables the computer to find the 
second interrupt, TTie program combines tlie 
other hvo interrupts^ with the first one print¬ 
ing the text upside down and the second one 
changing the screen colour. # 
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DISK BONUS 


ORSON 

and THE ORSON EDITOR 
by Joel Goodwin 

A classic loptc game brought hang up to date 
with true Atari Classic style graphics and an 
editorJbr you to create your own games 

Orsop had known for a few months that he was not a human but a selt-awara robot. 
His human peers had told him that he was the first of his kind, however time and 
lime again the humans had refused to let Orson outside of the confines of the 
laboratory. It was all he had known for the two years of his existence. As none of 
the humans understood his self-aware programming properly they had no idea how 
he woufd behave in an uncontrolled environment. But today was different. The 
humans had not visited him until late evening and it was then they offered him a 
proposition. 

Apparently, the Quark reactor which powers Europe is controlled by a supercoinpu- 
ter. This supercomputer crashed this morning and it managed to output some random 
data to the reactor before manual override took over. The reactor system responded 
by depositing every Quark pod into the maintenance chambers beneath the reactor, 
which have been abandoned for many years, ff the Quark pods remain out of the 
reactor core for too long they could rupture and lethal radiation will flood the entire 
reactor complex. As a consequence the reactor will have to be shut down and 
evacuated - the resulting power loss will cripple the whole of Europe, 

The humans explain that Orson's robotic body is a br more agile and radiation- 
resistant than a human in an environment-suit. They want Orson to go into the 
underground chambers and neutralise the pods to avert the reactor shutdown. In 
exchange Orson will be allowed to explore the outside wo rid, 

Of course its dangerous, but how badly does Orson want his freedom? 


ORSON and THE ORSON EDITOR are available only on tlie New 
Atari User Issue 71 disk. Disk subscribers will have received their 
copy with the magazine but the disk can be ordered separately for 
£2.95 from PAGE 6, P.O. BOX 54. STAFFORD. ST16 IDR. Access 
or Visa orders can be accepted by telephone on 07S5 213928 
THENAU ISSUE DISK OFTEN CONTAINS EXTRA BONUS PROGRAMS NOT LISTED IN THE H/IAGAZINE 
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DISK BONUS 


ORSON 


Using Iha joystick, you must move Orson to push aJI oi the pods in a 
chamber into neutraJisjng bays (these look like squares with rotating 
lights). Pods are heavy and Orson will only be able to push one at a time. You must be caretul 
where you push pods because Orson cannot pull them if they are stuck by a wall. 

As the pods are radioactive Orson has only a short time before the radiation overwhelms him. 
The time remaining is shown at the bottom right of the screen. 

Orson has three attempts at each chamber which are denoted by crosses at the bottom of 
the screen. If you think you have got Orson into a situation where the chamber cannot be cleared 


THE GAME 


you can press START to abort the current attempt You can press OPTION to return to the 
titfe' screen. 

Once Orson has secured all of the pods he must go to the e^tit transmat {a disc with two orbiting 
lights). Note that because of the reactor crisis not much power is available and the iransmat 
will not be activated until you have secured all pods. If you succeed in clearing a chamber and 
getting Orson to the exit in time your score will increase and you will advance to the next 
chamber. 


NEW ORSON 
GAMES 


The 'Orson' program contains ten chambers but you can bad other 
games created with the ORSON EDITOR. Pressing SELECT on the title 
screen will access the loading menu. You can Itjad garne files from dSsk 
(which have extender ORS) or from cassette. You can also reload the 
originai game, which does not need to be loaded from disk or cassette. 


Elkt Al D^^IUTC playing from any chamber. Just press the chamber letter 

riMlML rU'IINIO on the title screen and when you press START you will begin at that 
chamber. Also, you iwill be rewarded if you successfully complete the original game - but only 
if you start from chamber A! 


THE ORSON EDITOR 

Now you can create your own chambers for 'Orson' and baffle those who thought they had ' 
mastered the game! 


THE MAIN 
MENU 


Thera are four options from the main menu which are straightforward: Edit 
game, Load game, Save game, Clear memory. The last three options are 
simple to use so I will not go into any details here. The only point that needs 
to be made is that all game files on cfisk will have the extender .ORS. 


THE EDITOR 


On the editor you will control a small box cursor with the joystick. You will 
also notice that there is a bar of icons at the bottom of the display. The 
display above the bar is where the chamber that you are editing is shown. When you press 
the trigger in this area you will draw with whatever object is currently selected (see below). 

But what happens if you press the trigger on the icon bar? Here is (he description of all the 
icons (from the left to right): ^ 
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GAME 


The first eight icons are the objects from the 'Orson' game. The object currently 
selected has a pink Hne above and below It To change the selection place the 
Aft ITATP cursor over a different object and press the trigger. Alternatively, the leftiright 
cursor keys will work. The large 'S' is where Orson starts. There can only be 
one starting point. Also around the edge of the chamber you can only plot walls and blank 
spaces. This Is to make sure Orson cannot leave the chamber. 


COLOURS 


Next are four colour icons. If you press (he trigger on one of these you can 
alter the colour by moving the joystick up/down for the luminance and left/right 
for the hue. Press trigger when done. 


TIME 


you 


The two digit number is the time allowed to complete the chamber. To alter this press 
the trigger on it and move the joystick to select the time you want. Press trigger when 
have the oonecl time. 


CHAMBER 


The letter is the chamber you are currently editing. Again to change this press 
the trigger on it and move the joystick upi'dowrr. Press the trigger again when 
you have the chamber you want One thing to note is that if the letter is red then the chamber 
is "invalid" - in oBier words it does not have a start and exit. Such chambers will be skipped 
by the 'Orson' program. Note that if the letter is green it does NOT mean that the chambej' 
can be completed. This stili has to be checked by playing it yo'urselt. 

CWADDIM^ arrows icon allows you to swap two chambers over if you wanted 

vVlfnrrINw them to be in a different order. The procedure for swapping iwo chambers 
is simple. First put one of the diambers on the screen (use the chamber letter icon). Then select 
the SWAP icon. You will notice a box will appear around it. Now you can move the joystick 
up/down to select the other chamber. Press the trigger when you have it and the two chambers 
will swap places. 


MENU 


The icon that looks like a dipboard takes you back to the main menu. 


FILL 


The 'X' icon can be used fill the screen with a game object. To do so select the object 
you wish to fill with (though not the start symbol) then hold down the trigger on the FILL 
icon until the screen is filled with the object. 


INFO 


IICEE11I general, pressing OPTION will abort things. Normally it will send you back to 
UdtrUL the main menu but it you press it on the main menu it will bring up the editor. 

It will also abort a chamber swap. If you are going to create a big chamber then 

you might find this helpful: Select the wall object and fill the screen, then select 

the floor Object and fill the screen, This gives you a basic frame to work with. 

I have a couple of hints about creating your own chambers but feel free to adopt your own 

approach. Firstly, chambers with lots of pods can be sometimes frustrating because once you 
have worked out what to do it is very easy to make mistakes with so many pods. Secondly, 
be generous with the tirne * "Ihinking" time needs to be Included, 

Weil, that's sbout it and I hope you spend many hours creating your own de\rioiJS chambers 
and spend many more hours watching others trying to compiste themt 
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The TIPSTER 


OPERATION 
BLOOD- 


^ our reg'iilar Tipster seems to have gone 
^ y mtsstrtg at the moment so the Grajid 
/ Tipster is steppir\g in to sort out tho 
^column this issue. Mind yoti le Grand 
Tipster is not so used to actuaUg doing any 
ux?rk so if the style is slighlly differer^ you'ii 
know why. The recipe this time is to a Jew 
tips that haife been left overftom past issues 
ujtth a sprinkling of brand neiy tips that Kaye 
Jbund their way to the Tipsters basket in the 
past few weeks to pnodtice a fieody concoction 
that wilL hopefully^ def^ht you a!L 
If anyone sees the Ttpster around b^ore the 
next cotumn do ask htm if he -Stfll hos that little 
yeUou; dtsid 


THE BRUNDLES 



first ofTthis Issue is Steve Ntckfin ofTam- 
worth who has some tips for OPERATION 
BLOOD. He says to use die pause and posi¬ 
tion cheat from a few issues back on all levels 
but level 1. 

The best fjonito strategy 

Level J - Don't use bombs. Sltool down 
all enemies 

Level 2 - Don't use bombs. Shoot down 
all enemies 

Level tJ - Use four bombs 

LieveJ 4 ' Use as many bombs as is 
needed 

Level 5 - Don’t use bombs. Shoot down 
all enemies 

Level 6 - Use all your bombs. 


Remember last issue when Lcs Williams 
couldn’t get past level SS? Well here is a 
solution aU the way from Germany [where 
else!) courtesy of Bodo Jurss. 

What you need to do is get hold of a sector 
editor after first making a backup copy of 
your Brandies level disk. Now find the fob 
lowing 

Sector a31 or 33f (Hex) (on Side 81} 

Byte 19 

and change the 60 to 99 
This gives you 99 seconds to solve the level 
(now It’s posslblel). And Just in ease you can’t 
solve it Dodo gives us the codes for the final 
two levels 


If the game Is still too difficult then tty the 
neja few tips. 

• Get rid of the tanks and helicopters 
straight away, 

• Get rid of rolling in eommandoes straight 
away. Leave the little men until last. 

• ALWAYS kill the stalkers on levels S and 

• On some Icv^cls you will lose all your 
ammo. Pcrscvcic wltli the ammo that is ' 
given to you about every 20 seconds. This 
is not 20 seconds of game time thougli, 
keep it in pause mode for about 20 
seconds. 

A Shoot slightly to the side of the comman¬ 
does to kill them. 


99 = CHEAP 
100 = HIEND 

«/obnn|/ ChoA also sent in the codes for 
Drundles levels 61 to 100 [presumably before 
he read them last Issue!), Thanks Johnny! 


Sieve has also ^5ot some Ups ftir W’DRM IN PARA¬ 
DISE On how to gel into the Main City. 

Tikk« beiic!h^E, £, drop bench atd stand rnt It^ tid^e 
apple, eat apple, W, W, W, north, take behemoth^ wait, 
drop vlsof, Sf IV^ W, 
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UPS FHOH THE HORSES 0'^ ^oode Ups 


{AUTHOR'S!) MOniR 

jRichortd Gore has been in touch with a couple of 
progranimers who wrote same of the classic Atari 
games and what better place to get some hints 
and tips than from the guys who actually did the 
prog^mmingl 

CRUMBLES CRISIS 

There are no cheats in this ga^ne but if you have 
the disk version the levels arc completely inter’ 
changeable. If you look at die filenames in the 
disk directory It i^ilJ be obvious which ones to 
change. Note thou^ that you SHOULD NOT 
make any changes to your master disk as you 
may corrupt It if you are not careful. Always 
work on a backup copy. No-one takes any re¬ 
sponsibility if you zap your disk! 

SPACE LOBSTERS, EBOIDaiidTAGIlLOIf 

have no cheats, so all you hackers who have 
been hying to find them, tough luck! 

BLACK LAMP 

Type FOREST, the name of Richard Munns' 
favouiite football team (the programmers both 
lial! from Nottingliam) duilr>g the game to make 
yoursell’ invincible. You may restart a game by 
pressing Reset but this ■ftlll disengage the invtn- 
clblilly. 

CAVERNIA 

Type STEVIE NICKS (’wllh the space] to jump In 
the next level 

Thanks to Richard Gore for sending the iixfo in 
and to Ivan Mackinlosh for supplying the infor¬ 
mation . 


HELP WANTED... HELP WANTED 


Robert Milton is looking for a Princess. Now 
before you ladies all send in your photos, the 
one he wants la only to be found at the 
Dungeon of Koray in TH£ ETERNAL DAG^ 
GER. Anybody found her ye t? 


A few tips rourd their way in from Ye Olde Atari S-bit 
who it ^eeinH would like to renaain arLonytrous. 

‘WTien playing SPACE INVADERS shoot the aliens 
in their column form^bon as they appear on the 
scTiRen- Repeat this for esi^h column (dependin;^ on. the 
ability of the player], l.e. follow the appearing alieris 
Horofls the screen while ODntin ually sh^ting (and 
avoiding a]ien fire). Until the full alien fbrmaliotn ia on 
screen, concentrate on shooting the lower aliens, i.e. in 
rows. The idea in shooting in columns initially is that 
the alliens enust march across the screen from one side 
to the other before they can descend to a lower row and 
by shooting in coluiiuis you jjive youfadf more time 
than by shooting randomly or in rows at the lower 
aliens. ALso the ship that scoots along the top, dlespite 
its bonus, should he r^arded more as a distraction as 
the time spent shooting it slows you down (clever game 
design ploy). This method also WOrke fursimiler games 
that use aliens marching across the screen. 

When playing MEGABLAS^T (by T.K.L and on press¬ 
ing fire you you hear that familiar THUT siHind, 
luuhin^ at the energy bar gives you no indication of 
how many more shots you can fire. If you look at your 
score and press fire, however, yemr score will decrease 
(so you mu-Rt now monitor your seorv). Having a shield 
on helps and by shooting bonus items your score can 
be brought up (an instant fix for a big score would be 
to start a large eKplosion - a shield is nLK3es3ary for 
this). Or find a safe spot and wait for a cell, to charge 
your energy bar. 

A quick tip for PHAROAITS CURSE, On the title 
screen press OPTION and when prompted for a code, 
type S¥N. Then press any key^ and continue the game 
as norma]. This starts the play at level 1. 

Perhaps Ye dde Atari 8-bit Owner doesn't want 
poople to know that he is still playing f^pace Invadare! 
Nothing wrong with that, mate, the old uns are still 
good tins I 


As alLucu^ keep the hints and tips aamfrtp. 
You have all dan# really lUell fhis time bu£ 
toe need a corLsforit relents hmeni of The 
Tipster*® lunch box* Remember a Tipster 
uitfhaut his ftps con fum really nasljfi 

Send your hints, tips^ mape* salutions, 
atrateg^les, advice, cheats^ words of wis- 
dom> cries for belp and whatever else you 
can think of to: 

THE TIPSTER 
NEW ATARI USER 
P.O. BOX 54 
STAFFORD 
ST16 IDR 
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Features 

and ©[PDIMIIOS^ 


I’M PROUD! 


James Austin describes 
a day in the life of a 
proud 14-year old 
8-bit Atarian 


I t’s not easy being a 1 A-year old 8-151t 
Atarian. Everyone at school nowadays 
has Amtgas, PCs, Amstrads and even 
Jaguarsflln whilst 1 regularly worship my tnas- 
ty Atari 800XL with 1029 dol-matrtx printer, 
1020 printer/plotter, 1050 disk drive and 
1010 cassette recorder. Children at school 
continuously go around bleating 'WTtcU com¬ 
puter haoe pou^t>t?’.. 'Oh, a 32-Bii PC ujiih 
mondor AJVD sound Crtrd''Oh, f VEjiist got 
an AtarlJagruar u;ith 4 games. Got it tlte same 
day that it ccane out’.. Oh, hnue you/ /'ue a 
.j/and so on. The younger children at my 
school are often chatting about what compu¬ 
ter their Daddy has just brought them. Even I 
get asked sometimes. When asked, I say, with 
great pride and satisfaction 'An Atari 8-Bit', 
You should see some of the looks 1 receWc. 
Some horrified-type, some sneering 'Oh You 
should haye hFisuafti a PC fon^r ago' type 
looks, 1 get even more looks when I state that 
I own an 8-Blt computer by choice and that 1 
have no intention of selling up to buy a sup¬ 
posedly superior PC. Most think Tm mad. 
Smirks appear, and they go off. Dul I don't 


IT DOES WHAT I WANT 

Recently J brought a program called TextPro 
v4.56xe from Dean Garraghty's PD hbrary. It 
is brilliant, a word processor with all the fea¬ 
tures you would ever need - mail merge, mac¬ 
ros, and a biilllarit mini DOS menu. I also 
have TEAM MATE, a good WP/Spreadsheet 
package, I can honestly say that, although 1 
can use the school PC’s fully, I have yet to see 
or use a PC WP package that Is as easy to use 
or as user-friendly as TextPro on the Atari, 
Our school has Just paid over ^150 for Word 
for Windows 6 on the PC, but for my needs 
the best Just has to be TextPro. It has all that 
I want plus more, At4i2,00 It makes my IT 
teacher look like a complete idiot! My honest 
opinion Is that Word 6 is the biggest loEid of 
rubbish Tve ever seen. For DTP type Jobs it is 
great, but for a simple WP package it has too 
many features. All those features - I’ll never 
use them. Just more things to go wrong! 

It's the same with PCs. Our PCs at school 
have gone down numerous times (seven have 
had to be repaired in the past 6 months). All 
that cost! By comparison, my Atari has nei.'^er 
ever broken down once. 1 can honestly say 
that, for the 10 years or more of its life, ft has 
never cost me or my uncle a penny, except in 
electricity costs. Sometimes it hardly seems 
fair that my friends, being PC ownet^. can 
walk into any computer shop and buy some^ 
thing for their computer, whilst 1 have to send 
off for something, having sometimes never 
even seen a review, hoping that It will be what 
1 want, and then find that it is about as useful 
to my existing computer set-up as to a trac¬ 


caie. Why should 1? 1 own an 8-Bit Atari. 
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tor. Trust me to send of for DAISY DOT 2 for 
my 1029, reading afterwards, when the prin¬ 
ter printed garbage, that is for Epson Com¬ 
patible printer owners! Cm 11 j x i SEE It pays to 
read before you buy, even if you can’t look (I 
did mad somewhere about Ray Goldman's 
latest baby, DAISY DOT 3 - Now compatible 
for a variety of printers'. Tlie 1029 was not 
listed, so I dare not send on" for it. 


BIG IS NOT BEAUTIFUL 

Wliy is it that children always judge a com¬ 
puter by Its RAM size? WTicncvcr I state that 
my machine has 64 k. they always gp ‘MINE 
has 254k' or words to that effect, I Ve never 
been as flamed of the fact that my computer 
has less [Hemory than its rivals^ 1 commend 
the fact that perhaps the Amiga has greater 
sound facilfty (In some cases), and the PC has 
more memory, but the fact that I AM COM¬ 
FORTABLE wmf MY COMPUTER makes no 
sense to them. Just because I haven’t a PC, 
people say that my parents cannot afford one, 
but that simply Is not tlie case. When my 
mum actually asked whether J would like to 
get one, I said 'No', I once asked one of the 
people who were taking the mickey out of 64k 
memory what the term 'k' actually meant. fJe 
couldn't answer that one! It seems to me that 
everyone is going 'If it has ft number, it 

Ttuist be better'. Not in all cases. Take the 
130XE. Twice the memory capability, but 
same specifications otherwise. Has anyone 
EVER used the extra memory of the I30XE, 
except for HAMdisk? Not many, I bet 

Why Is it that people take the mickey out of a 
computer that they have never even hesurd of. 
let alone seen- They're like a bunch of ladles 
nattering over the garden wail - Look at him 
ooer (here. liEs got an &BIT computer/ 

'Youdon't say.'.. Yea}\ and he's ortiy got 
64 fc RAM\ You’Ve got to laugh, Wlio else hut 
Amiga and PC owners could think up such 
drivel? As long as you’re comfortable with 
your setup, that’s the main thing, I think. 


WE ACTUALLY CAKE! 

For some reason or olher the Atari commun¬ 
ity seems different to any other computer 
community. Most people who own AlaiT^s am 
not out for a fast buck, they support and help 
others, something which I have not seen in 
the Amiga and PC worlds. That ts probably 
why we liave lasted so long without official 
support for many years and the Atari com¬ 
munity, if it continues to be as Friendly and 
helpful towards each other, will probably last 
for many more. This is probably why I feel 
comfortable with my Atari, I would not ex¬ 
change it for the world, not for a mil Han PC's! 
When my FT teacher asked me about what 
computer I had, and I replied that I had an 
Atari 8-Bit, he asked me 'Are you thinking of 
selling it and buying a PC In the future?’. 
Although I answered back 'Not', quite firmly 
enough (any more firmly and 1 would have 
been at his throat), it made me start thinking, 
I've been an Atari 8-Dil user for about 5 
years, and as yet I hadn't given anything 
back, I'd been meaning to write something, 
but had never quite found the motivatiDn In 
myself to put pen to paper and actually do 
anything So I thought 'Let’s do if, and ended 
up writing this article on the back pages of 
my school rough book. So this is MY first 
contribution, my way of supporting the Atari 
world. I hope you enjoyed il. 

i would [(te? to jay ft few loords of thanks .... 
to Mr Hcigger, my FT teacher, who gave me the 
motivation to lorite the ftrticler to MY MUM, 
luho gave tne her opinion on. the article: to 
RcuFLhaFTi, Kent, Luho soCd me his 
brother-indaiu’s 1029 and canv around Ume 
and time oyain mhen it broke doiyn on Christ¬ 
mas Day and to Les and Sojody of NAU, u/ho 
oontlnue to publish the best Atari mqyozlne 
eoer to grace the UK* 

For those who mould like to write in with 
comments, complaints, letters of condolence 
etc., TTu^ address Ls: 4jafTies Austin, IRCUvc 
RoarL Sittingboume, Kent, MEIO IPJ 
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WHY USE A VBI? 



T here have been many programs pub¬ 
lished in the past and programs still 
being published that could benefit by 
the Inclusion a small VBI routine. The main 
problem with writing a VBI routine Is that it 
must be written in machine code and some¬ 
how converted into a form that is suitable for 
including Ln a Basic program. There are shll 
many good programmers on the Atari Classic 
scene who are In awe of machine code and 
therefore of Interrupt routines, but machine 
code programming needn’t be so overwhelm¬ 
ing. The feet that machine code programming 
cannot be done wltldn Basic and must be 
done as a separate piece of programming 
using a diflerent environment seems to put 
people off. 

Unlike the Basic language, machine code 
routines used within Basic appear to be no 
more than rows of meaningless numbers or 
meaningless strings of random characters 
which Just happen to work and do a useful 
Job. Exactly how such apparently meaning¬ 
less sets of DATA or strings work remains a 
mystery to some people who simply use such 
routines blindly without question. The main 
point is that although there is nothing wrong 
In using a routine that works, how much 
nicer It would be to write a specific VBI 
routine to do a specific Job within a Basic 
program. That is what this article Is aU about, 
1 will guide you through the necessary steps 
fiOm the Outset of deciding what functions a 
VBI routine needs to perform, right up to Its 
inclusion Into a Basic program cither as Basic 
DATA or as a machine code siring. 
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WHAT IS A VBI? 

A VBI is a Vertical Blank Interrupt routine 
which Is a routine actioned in the time period 
known as the ''Vertical Blank" which is a 
feature of television convention. 

WHAT’S A 
VERTICAL BLANK? 

Tire time period known as the Vertical Blank 
la literally the period of time between the end 
of one frame of a television picture and the 
beginning of the next A moving television 
picture Is made up of a series of still frames 
displayed In rapid succession in order to cre¬ 
ate tfie Illusion of movement It does this by 
using a single electron beam forming a tiny 
spot on. the screen to draw each sdll frame in 
a series of lines f625 in the UK) horizontally 
across the screen. The process employed in 
the convention of displaying a television pic¬ 
ture can be visualised In a similar way to 
reading the page of a book and this Is how It 
will be described. 

A p^ge of a book is read tn a series of hori¬ 
zontal lines from left to right across the page 
and when one line Is completed, our eyes 
’'nyback" to begin the next line which Is one 
line lower than the previous line. In television 



John Foskett's 
in-depth tutorial 
tells you everything 
you need to know 

out [that is switched off) by the televisions 
elec ironies to prevent It from ruining the pic¬ 
ture, this ilyback is known as the horizontal 
blank period. 

When reading, we slowly progress down the 
page until we reach the line upon the 
completion of which we "turn the page" to 
begin another page. But if we imagine that we 
are going to mad the same page again, then 
our eyes must do a different type of flyback 
rather than the previously stated horizoniai 
flyback, in this case our eyes must go back to 
the start of the page with a kind of diagonal 
movement. This flyback Is known as a frame 
or vertical flyback in television convenUon 
and again because it Is blanked out. it Is 
known as the 'Vertical Blank’’. 

Because In tclevisloii convention, there are 
25 still frames [or pictures) each scanned 
twice with interlaced scanning every second. 

It is clear that there arc 50 'Vertical Blank ' 
periods every second which Is why a VBI 


The advantage of using even a small VBI 
routine is that It works completely Indepen¬ 
dently of Basic and so a Basic program which 
includes a VBI routine could be visualised as 
two programs working together, yet Indepen¬ 
dently of each other. Although a VBI routine 
runs Independently of Basic, the routine can 
be controlled by the Basic program via the 
use of flag registers. Since a VBI routine Is 
actioned 50 times per second abng with the 
computers own internal routines, there Eire 
many functions that it could perform within a 
Basic program. 

WHY BOTHER IF 
BASIC CAN DO IT? 

The truth Is that Basic can't always do It and 
If Basic can, ft may involve a great deal of 
unnecessary programming. Consider for ex¬ 
ample the disabling of the attract mode in a 
Basic program, we would need to use EX>KE 
77,0 at strategic places in our program, 
perhaps tn many different places. How much 
nicer it would be to include this in a VBI 
routine which is then actioned 50 times every 
second ensuring that the attract mode can 
never be activated. ’We could then simply 
forget It. 

Disabling the BREAK key is also a good ex¬ 
ample of the advantage of using a VBI 
routine. If this Is achieved In Basic and the 
program changes the screen mode then the 
Bl^AK key is automatically nc-enabled which 
then has to be again disableds If this is perfor¬ 
med wlthtn a VBI routine* then It Is con¬ 
tinually being actioned 50 times per seeond 
so that even If a Basic program does change 
the screen mode, the VBI routine will automa- 


conventlon, this flyback is know as the line or 
horizontal flyback and because It Is blanked 
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Ucally take care of it and again we can simply 
routine is actioned 50 times per second. forget It 
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A CHOICE OF TWO 

Whenever switched on^ the computer is 
u&lng VBl routines of its own In order to 
perform its gcncmJ housekeeping tasks, 
therefore wherie:ver we write VHl routines, we 
arc only adding to those already there. Bear¬ 
ing this in mJndT references are made in this 
article^ to the VBI routines as a whole and not 
just to our specially written VBI routine. 
Wltliln the computer are two built-in VBI 
routines which can'be visualised as being 
completely Independent of each other. The 
first Is the stage 1 or immediate VBl and tlie 
other is the stage 2 or deferred VBI. Access to 
both routines Is provided via the use of vector 
addresses which in effect allow us to break 
Into the respective loop. The actual vector 
addresses are found at locations 546 and 547 
(VVBLKI) for an immediate VBI routine and 
548 and 549 fWBLKC) for a deferred VBI 
routine, Utese two pairs of locations contain 
the adtlress In the usual Atari two byte 
format. 

WHICH VBI 
SHOULD WE USE? 

The difTcrence between the two routines is 
that the deferred VBI routine is suspended (or 
stopped) occasionally to allow the computer to 
action some time critical operations when 
necessary. 

Because of timing constraints, an immediate 
VBI routine must remain relatively small, 
containing no moie than about 3800 machine 
cycles whilst a deferred VBI routine can be a 
lot larger having about 20.000. Because of 
this requirement and the fact that the vast 
majorily of custom written VDl routtnes have 
no time critical operations, they are normally 
written as deferred VBI routines. 


TAPPING INTO 
THE ROUTINES 

As stated above, both the tinmedlate and the 
deferred VBI routines have vector addresses 
which can be altered to accommotlate a cus¬ 
tom written routine. The way that a custom 
written routine is inserted into the "loop" is to 
load the address of our VBI routine into the 
appropriate vector address and let our routirie 
Jump to the address that was originally con¬ 
tained within the i^'cctor. This means that the 
vector address points to our VBI routine 
rather than the original address and our 
routine points to the original address instead. 
In this way, the computer will action our 
routine just as if It were an extension of its 
own routines. 

One very important point to remember Is 
that the computer is using both these addres¬ 
ses all the time, so great care is necessary 
when altering them if a crash is to be avoldC'Cl. 
This means lhat these addresses are being 
used by the computer even <1 tiring the in¬ 
itialising of a Basic program, so if tlie compu¬ 
ter was reading them at the precise moment 
that our Basle program was changing them, 
then the computer wUl Crash. In ortler to 
avoid this conflict, all VBI operations should 
be temporarily suspended during tite change, 
over period. This is achieved by POKEIng tile 
"JNon-Maskable Interrupt ENablc" [NMIEN]- 
register at location 5426G with zero prior to 
clianging the vector addresses, ELftcr which 
NMIEN is reset to re-enable tlie VBI opera¬ 
tions. 

A custom written VBI routine must have 
been previously set Up prior lo changing tfie 
vector address or again the computer will 
crash since the vector will contain, at that 
precise moment, a nonexistent address. The 
point to remember is that these vectors must 
always point to a legal address or the compu¬ 
ter will crash. 
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THE FEATURES 
OF OUR VBI 

It is always important to disable the atlmct 
mode and the BREAK key. 

Another feat lire IhatcJlccts the screen dis¬ 
play which is very diHicult to contain In Basic 
but dead easy In a VB) is the COJNTrROL-l 
stop-start tOjCfglc. V^ilicn used, this feature in¬ 
hibits all screeri printing and can tiierefore 
stop a program from working properly. It is 
important that this is disabled. 

Because it i-s often neccs-saiy to eustire that 
only the uppercase characters can be used, 
such as in an input routine, we shall provide 
a "keyboard lock" [o disable the lower case 
character set and p]| trworse characters. 
Sometimes however, all the characters are 
required so this feature must be optional. 
MiTien enabled, (he keyboard lock will com¬ 
pletely disable tlie CAPS and the inverse keys. 

Many types of game programs require a 
timer of some kind and although the real time 
clock at locatioiis 18/ 19/20 is available, we 
sViall include t^VO individual timers, one count 
Up timer and one eount down timer. Both 
ttniers will increment in one second intcrt'als 
and will cout\ 1 255 seconds after which tliey 
will reset- 'HiIs will allow for time periods in 
exccs.s of 4 mltiutes. 

Because msny users prefer to be able lo alter 
the screen colour in order to suit their own 
preferences, we shall proridc a means of cycl- 
irtg through all the colours in sequence. 'lids 
will be achieved via use of tlic SlARF key and 
SELECT will be used to reset the screen col¬ 
our back to tlie normal blue* 

Our VBI routine will be writ,ten as a deferred 
VBI routine and to summarise, it will provide 
the following 

1. Disable the attract mode 

2, Disable the CON'fROL-1 stop-start 
toggle 


3. Disable the BREAK key 

4, Proride an optional keyboard lock 

5. Provide two timers, one count up and 
One count down 

6, Froride a means of altering the screen 
colours 

WHICH REGISTERS 
FOR INTERFACING? 

In order for our VBI routine to work, we need 
Lo reserve some registers for it to use. 'Iftere 
arc a group of unused registers In page zero 
which our VBI could use, they are loearion.s 
203 to 209. We will only need five of these 
seven regi.sters w'hlth Will be loratlons 203 to 
207. They will be alloca,ted as follows .... 

2Q3: Controls the keyboard ]c^ck. when it con¬ 
tains a zero, tfic keyboarti lock wall be 
enabled, but disabled when it contains a 
non-zero value 

204: Count up timer. Read by PEEK 
203: Count dow'n timer. Read by PEEK 
206: [>lvkte by 50 control (riol usable] 

207: Colour cycling speed control (not usable) 

ASSEMBLER AND 
TEXT EDITOR 

Before the actual source code can be written, 
an assembler and text editor progrtims arc 
required. Writing in Assembly Language is a 
two stage process where the text editor, which 
is basically a word processor, is first used to 
write the source code in exactly the same way 
as one would write a letter using a wond 
processor, after which the assembler is used 
to assemble the source code, 'fhe code that 
the assembler produces fronri the source code 
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Is known as the object code and will be our 
VBt routine In machine code form, but it 
cannot be used as it stands. ITie next process 
to be performed Is to convert the object code 
into a form that can be Included (n a Basle 
pnogram and many utility programs have 
been written over tlie years which do this. The 
output file from the utility program will be our 
VBI routine in Basic. 

It Is possible to write machine code routines 
directly Into Basic DATA by looking up tlie 
various codes and calctiJatlng the various 
Eiddrcsscs where necessary into the usual 
Atari two byte format, but this is very time 
consuming and error prone and should only 
be considered for the simplest of routines and 
then only with much experience. 

THE SOURCE CODE 

Type the source code listing SOURCE 1. 
which is our VBl routine, into a text editor in 
accordance with the text eclitor’s Instructions. 
Everything that follows a semi-colon, includ¬ 
ing the semi-colon Itself may be left out since 
this is the equivalent of Basic’s REM 
command r 

THE SOURCE 
CODE EXPLAINED 

The first Instruction In the source code list¬ 
ing is PHA [PusH Accumulator). This instruc¬ 
tion is Used to store the contents of the accu¬ 
mulator on the stack for retrieval later, 'fhls is 
done because our VBI Is an Interrupt routine 
which will, in effect, be borrowing the proces¬ 
sor for a short time after which the processor 
must continue as if It had not been Interrup¬ 
ted. Therefore after our VBI routine has fin¬ 
ished with the processor, the processor must 
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;LET'S WRITE A VBl 
; THE SOURCE CODE 

'pHA 

‘Piaabla ATTRACT and CONTROt-1 
LDA #0 
STA 77 
STA 767 

^Disablo tbo BREAK kay 
LDA #64 
STA 16 
STA 53TT4 

w 

-Updatn Timors 
IIMC 206 
LDA 206 
CMP #50 
BNE CLOCK 
LDA #6 
STA 206 
INC 204 
DEC 205 
CLOCK 

a- 

P 

;Keyboard Lock 
LDA 203 
BNE KEYLOCK 
STA 6Q4 
LDA #64 
STA 702 
KEYLOCK 

Screen Colours 
LDA 53279 
CMP #6 

BNE RESETCOL 
LDA #146 
STA 710 
RESETCOL 

;Cydo Screen CeJours 
LDA 53279 
CMP #6 

BNE CYCLECOL 
INC 207 
LDA 207 
CMP #5 

BNE CYCLECOL 
LDA #0 
STA 207 
INC 710 
CYCLECOL 

■P 

;Jutnp to Address 
PLA 

JMP 49602 


Source code listing - SOURCE i 
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be restored to exactly the same status as It 
was previously to allaw it to continue. Since 
our VBI routine is only using the accumula¬ 
tor. there will be no need to store the contents 
of tlie X and Y registers as these will not be 
changed. 

Disabling the attract mode and the 
CONTROL-1 stop^start toggle is achieved with 
the equivalent of POKE 77,0 and POKE 767,0 


which is ... 


LDA#0 

(l^aD Accumulator with the 
number 0) 

STA 77 

(STore the Accumulator Contents 
in location 77) 

STA 767 



Disabling the BREAK key is achieved by 
using the equivalent of POKE 16,64 and 
POKE 53774.64 which is .... 

LDA #64 
STA IS 
STA 53774 

Updating the timing registers with the re¬ 
quired one second intervals is achieved by 
using another register (206J to count 56 VBI 
operations before allowing the timers to be 
updated once, in effect diWdlng by 50. Since 
there are 50 VBl operations every secund, the 
result is one second intervals, 'fhe section of 
code that docs this is ... 

INC 206 (INCrement 206 by 1) 

LDA 20G (LoaD Aceumiilator with the 

contents of location 206) 

CMP #50 (CoMParc accumulator widi 

the number 50) 

BNE CLOCK (Branch if Not Equal to zero to 
label CmCK) 

LDA#0 
STA 206 
INC 204 

DEC 205 (DECroment location 206)i 

CLOCK (Address of Jabc( CLOCK) 

This works by Incrementing location 206 by 
one at every VB( and loading Its contents Into 
the accumulator where it is compared with 


the number 50 and if not equal to 50, then 
the updating part of the code Is bypassed. To 
show the way that this piece of code works, 
consider the Basic comparison below where 
the only dllTtrencc is that, in assembly lan¬ 
guage, when a location Is incremented past 
£55, unlike Basic it simply returns to Ecno. 

to POKE 206,PEEK{20S)+1 
20 IF PEEK(206)<;^50 THEN SO 
30 POKE 206,0 
40 POKE 204,PEEK(204)+I 
so POKE 205,PEEK(205)1 
60 cHexl sections 

When location 203 contains a zero, the 
keyboard lock Is enabled and If a zero is not 
found, then the key disabling code Is bypas¬ 
sed, thus ..., 

LDA 203 
BNE 

KEYLOCK 

STA 694 (1NVFLG, Inverse flag regisler) 
LDA #64 

STA 702 (SHFLOK, Shift lock register) 
KEYLOCK 

As an example of how this section of code 
works, consider the following Basic example 
[line numbers oondnue from the previous 
example),.,. 

60 IF PEEK(203)-c>0 THEN 90 
70 POKE 694,0 
eo POKE 702,64 
90 <Next secti:Gni> 

Cycling and resetting the screen colours Is 
achieved by detecting the START and SELECT 
keys and manipulating the colour register 
710 accordingly, thus 

LDA 5327B 
CMP #5 

DNE RESETCOL 
LDA #14B 
STA 710 


RESETCOL 
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LDA 53279 
CMP 

BNE CYCLECOL 
me 207 
LDA 207 
CMP #5 

BJVE CYCLECOL 
LDA iSO 
STA207 
INC 710 
CYCLECOL 


EM 3ie WBiSCftll m 


65 3Zft AD1>RE55=A&RCUBI$) £KI"IKTtA&DRE55/'Z 
56) ;L0=flfr&ftES5-HHf256 
XI 33B POKE 54266^0:POKE 548jLO:POKE 545, 


HI:POKE 54Z06,64|RETURM 


VBLSTJ? - tesfi below 


The srreea colour cycling spaced Is regulated 
by the Instruction CMF if 5 which follows LDA 
207. To slow the cycling, increase the number 
and to speed it up. lower the number. This 
piece of code Is best compared with Basic as 
before and a^in note tJiat after a register is 
incremented past 2G5. It resets to zero lline 
nun:\bers oontinue from the previous ejcample) 

90 IF PEEK(53279)<>5 THEN 110 

100 POKE 710.148 

110 IF PEEK(53279)<>6 THEN 160 

120 POKE 207.PEEK(207}+t 

130 IF PEEK(207}^>5 THEN 160 

140 POKE 207,0 

150 POKE 710.PEEK(710}+1 

160 cN@xt section > 

Editing a VBI routine is achicn.’cd by jumping 
to an address \1a a JMP [JuMP} instruction 
after retrieving ihe original accumulator con¬ 
tents froin the stack via. PLA {PuLI Accumula¬ 
tor) which is the Opposite of FUA as used at 
the top of tfie listing. 


OUR VBI IN USE 

Wlilchever assembler and text editor prog¬ 
ram you have used our VBI routine, once in 
the form of Basic DATA, should appear exact¬ 
ly the same as the DATA In lines 350 ta 370 of 


330 sets up the vector address. Note tliat the 
NMIEN register at location S42S6 is POKEd 
with a aero prior to altering the vector address 
in order to suspend VBI operations duilng the 
change over period and then reset afterwards. 
The listing is an example program to <lemons- 
trate that our VBI routine is working. Follow 
the on screen instructions in order to clreck 
it. 

Another way that our VBI routine could be 
stored is in the form of a machine code string. 
Delete lines 310 to 370 from the VBI.BAS 
program (after saving it of course) and then 
add the lines shown in the listing VBI.STR. 
Note that the address of the sE.iing is found 
using ADKfVBIS). 

From running the a mended listing, the 
adviintagc of a directly defined machine c^^>de 
string is obvious - virtually no initialising time 
because there is no time consuming DATA to 
load. Bowever if something is tyj>cd which 
results in an error then a crash is likely. 

Wlien compared with the original listing, the 
amended listing can be seen to be far more 
sensitive to error and prone to crashing. For 
this reason, it may be a good idea to Include a 
VBI routine in a program in the form of Basic 
DATA while the program is being developed 
and then change It into a machine code string 
upon oompletJon, Another disadvantage of 
using machine code strings is the difiiculLy 
involved in typing them in, they arc inevitably 
full of awkward control characters which 


the Basic listing VBLBAB. Line 310 of tlie 
program loads the DATA into page 6 and line 
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TE5I1RC iNit nr'i? n "iiniAtmiG..” 
FI 111 REN MINJIMlTJa 
TS UR III; POSITION 24 i? *‘DBR Ull 
ROUTIRE 1$ ION IIRRIIC* 

Oil ill "GOIRT flP TIICR 1 PEEE 

1214)=^;? :? "Giiir iiw iiiCRi peer 12 
•5)*" 

H 141 11?:? 1 ? "PIE55 KHM ID CVtLE 
5GREEI CDLIBRS“i? i? ^PRESS 
TI RESET CRLDHR" 

DI 151 ? :? "PRESS taaHaiM ID EXIT" 

RZ III PBIE li4iliP0l£ Its,! 

HI 171 POSITIOI 384!? PEERtZI41J" " 

ID ItB PlSinOI 31,11? PEEKI2I5I;" " 

SR ni IF PEEI[5I27?3iI TNEH 221 
DG 111 GOTO 171 

GO zii REN 

DR 111 FIR 14 TO lliPOSITIlHi 2,1; 1 SP4CE 
$;IE01 IlPDIE 75141PDEE 2134:PORE 76 
44S5 


011 231 PDSITIDI 24:? "TV? ERTERIIE LDkCff 
CASE ANO irOERSE CRRROGIERS iRO THE 
R PDIE Zt3,l AID TRT dGAII,..4 
HG 141 ? 1? ’^TIT USTINC THE PHOGIAN All 
PRESSIIG TIE BREAt RE? ilO ALSO TRT G 
DHTRDL-l II STOP THE LIST1IG.<.4 
NT 251 ? 1? ■HIT PRESSING TOIM TO CTCL 
E THfIIGK TIE SGREEl GILOOIS AT TIE 51 
« TIME** 

NU 161 ? "AS TTPING IR LlSTllG TIE PR0G8A 
N...4 

LN 271 1 IT "TIT TTPING 'GRAPHICS I* m 
PRESSIIG THE OREAE EE¥...4 
DH 2St Ell 

TS III REN ■4R«i*aMiuija 
IN III RESTORE 156;FOR 1=1 TO IliBEAD DIP 
DEE 15364141 NEXT I 

ES 111 IFN ItiaiM 

FF III PDEE 541164 :P6K£ 54B4IP0IE 5494 
IPDXE 54286,64llETiniR 
BT 141 HEN MiHl 

IH III DATA 72,1554433,77441,2554465 
,14,133,15,14144,211,231,116455,216, 
111,51,218,t,15S,t,133,2i6,21l,ll4 
HR 368 DATA 198,215,165,211,218,6,141,182 
il,16S,54,141,19i,3,171,31,ltO,»l,5,l 
114, lITj lit, i4l,lfl,2,173,31,218 
RB 371 DATA 111441145,131417«155,217, 
211,5,210,7,169,1,113,18743141* 44* 
4,71,111,194 


makes them extremely error prone. 


SWAPPING OVER 

If it Is thought necessary to use a deferred 
VBI routine as an Immediate VBI routine tor 
vice versa) then it Is simply a matter of alter¬ 
ing the VBI mutlrie’s final address and use 

Page 6's 


yBI.BA£l -the mulines in action 

the "other" vector address. Changing the de¬ 
ferred VBI in the Basic program above into Em 
immediate VBI routine Is achieved by altering 
the last t?wa statements In the DATA which 
are to be found on line 370 and by using the 
other vector address in line 330. 

If the locations 546 and 549 are PEEKed In 
direct nK>de, then It can be seen that they are 
the same as the last two DATA statements In 
Netu Atari User 
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continued 


the listing above, that is 138 and 194 respec¬ 
tively^ These two DATA statements must be 
the same as the values stored in locations 
546 and 547 Instead and so must be changetl 
to 226 and 192 respectively. This change 
must also be reflected in line 530 In tlie above 
listing by using POKE 546,0 and POKE 547,6 
Instead of the present vector address. 

NOW THERE ARE 
NO EXCUSES! 

A whole new world of programming hasjust 
opened up which is as usual on^ limited by 
One's Imagination. There is no excuses now 
for not making great use of VBl TouUnea, The 
possibilities are endless, so get yourself an 
assembler. 


MY ASSEMBLER 

1 wrote an assembler program some time ago 
which is Ideal for use with this article. My 
assembler writes Its output files directly in 
Basic DATA bypassing the need for conv^crUng 
the normal object code. My assembler, known, 
as the "Turbo Assembler", is very easy to use 
and uses a word processor as a text editor (I 
use TcxtPjo VI.21. My Turbo Assembler is 
ideal for beginners in machine code and 
assembly language and it may be the only 
assembler you ever need. 

To obtain a copy of my Turbo Assembler, 
Write to .... 

Mr. John Eosloert 
26 Atieldancf Road 
Klngston-upon-Thames 
Siirrey KTJ 3BG fEngiriFTK^ 
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CONTRIBUnONS 

YOUR contributions are the 
lifeblood oX^ew Atari User 

All of your contributions are 
welcome but at the moment 
we need more 

GAMES LISTINGS 

BONUS PROGRAMS 

However don t stop sending in 
other articles and programs. If 
something interests you^ you 
can be sure it will interest 
someone else so write it 
up and send it in - NOW! 


Pean ©arraghty Software 

ir PD Library -k Commercial Software 
Publishing -ir Magazine Publishing 
ir Hardware/sqftware bought 8 l sold 

SW' DSDD biai>k disk, various{walHy brands* 
£2.70 fl boxjli CS.OO (2 baxvs) including plbp. 
Bargain! Call tor pricas on 10+ boxas 
5%'* 50 capacity locahabJe disk, box - EB.SO inc. p&p 

ST/AMIGA 9witchabl« mousa - £9.99 including 
p&p (Mouse mat flSp extra i1 required) 

T/z" HO and DD blank disks. Call lor best prices. 
Pre'formatted HD from 22p, DD from 21p (bran¬ 
ded). A wide range of accessorial are also 
available. Calk 

WANTED: Your unwanted Atari hardware/safl- 
wara. We buy disks, tapes, cads, bocsks, mags, 
mag disks and any Alari-relaled hardware. Pnone 
now lor an immediate offer I Stocks of used hard- 
ware/soflware are always available for sale 

NOTE: W& are norv atoived to seti Powor Pof Post 
pfoducts to an/ country oxcepl Germany, Austria and 
Swit 20 r!and 

Aff prices inclmie UK pAp {except disks}, for 

a tree copy of our 25 page catetogue of PD and 
Commercfat sntivfare, ptesse ser^ 2 x 25p stamps 
(3 ffiCs tor non-UK custoimers; fo: 

RG.S., 62 THOmONAVE., BALBY, 
DOHCASTEB, DN4 ONU, ENGLAND 
PHONE: (mm) 


MOW DO 

THEY DO THAT? 


From Leslie Denson comes the fol¬ 
lowing 

" Your suggestion of a 'How do they 
do diaf cO'iunin Is quite Interesting and I 
think you may have inadvertently started this 
off on the Issue 69 disk when you asked how 
to get NODOS to work from DOS. TTie solu¬ 
tion is to add the run address S1FOO at the 


end of the file. I used a sector ediitor. but a 
safer way would be to transfer the file to a 
new disk with the same filename but without 
write protection, then type in and run the 
following program: 


10 OPEN #1,9,0, "D:NDOSCONV.COM" 
20 PUT #1^24: PUT #1,2 
30 PUT #1,225: PUT #1,2 
40 PUT#1,0:PUT #1,31:CLOSE #1 


The piogram should then work without trou¬ 


ble. All files with the COM extender will be 
shown in the menu, incidentally NDOSCONV 
will run with SpartaDOS without the added 
run address 


N.C. Williamson supplied a solution tn 
Basic for the YN keys which we may 
W feature If this column gets going but 

also asked 'What action do you need to lake 
to be able to call up and use the extra 64k 
[^AM on a 130XE or an extended 256k 
machine?" 

That looks like an culirie in itself! Anyone 
core to haue a go? 


LeVs see ^we can get this calumn going. 
Send some questions to la at the usual 
address -just put HOW IX> THEY DO THAT 
ofi the top qjTgour letter to moke sure ft 
doesn^'t get lost in Allan Palmer's bulging 
mailsack:. # 
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TYPE-IN at DISK 



PLASMA 


T his pTOgram creates an effect com¬ 
monly seen on the PC of a gas or 
plasma cloud, aJ though they can be 
Interpreted as mountain ranges, starflelds or 
geographic maps depending on the colours! 
The effect Is created by plotting a series of 
dots of different colours and shading In be¬ 
tween them using the other available colours. 
The program allows you to after X and Y grid 
steps, colours used, random sc^ed values, 
graphics modes and draw type to create many 
effects. In Graphics 9 [16 shades) you get a 
sort of marbled or textured surface and can 
colour cycle In many different styles In 
Graphics 10,7 and 15. 


MENU CONTROL 

From the menu use the following keyst 

D- Draw plasma cloud of current lypc using 
set parameters. Press any key to quit 
drawing and return to the menu 

V- View picture. Any key for menu 

L - Load picture. Gives current disk directory 
with the selected fUename extender (see 
below). Enter Jlicnamc or press Return for 
menu. Format Is a straight 62 (31 for 
Graphics 7) sesetor file dump from the 
screen display 

S- Save picture. Enter filename or Return for 
menu 

F- Filename extender. Enter name to use as 

30 


Andy Guillaume 
presents an cdistract 
pattern creator 
usually Jbund on the 
PC but his time in 
Turbo Basic Jbr the 
Atari Classic 

the filename extender for [j>ad and Save oper¬ 
ations 

G- Set graphics mode. At each press the 
Graphics mode number will cycle through 
10. 11, 15, 7. 9 then 10 again. Grapphics 
mode info is also displayed 

X-Increasc X stcp(XS). Max value is screen, 
width 

CNTRL-X- Decrease XS, Min value is 2 

T- Increase Y step(Y5). Max value is screen 
depth 

CNTRL-Y- Decrease YS. Mtn value is 2 

E- Set random seed va1ue(R&h This is used in 
the draw routine, It^s use depending on the 
current draw type [see below). Enter the 
required value and press Return. Illegal 
values will be ignored 

T- Draw type. At each press the draw type 
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cycles through: 

J Random - Draws grid of dots using XS 
and YS with RS as a seed for the random 
colour selection 

2 Skip Up - Draws grid using XS and YS 

with RS as the number of colour registers 
to skip up through per dot 

3 Skip Dn - Same as Skip up but goes down 

registers 

4 Lfp/Doum. - Same as type 2 and 3 but 

goes up until maximum register is 
reached then down until minimum then 
Up again 

5 Scatter - Plots RS amount of randomly 

coloured dots using XS and YS as grid 
width and height 

6 Shetder - Tills mode takes an existing 

screen (l.e. load one in’), and shades in 
between dots on the XS and YS grid 

7 Cheeked - The same as type 1 but In this 

mode each block of four dots [on the XS, 
YS grid) is checked to give four different 
colouiis if possible 

C- Colour cycle [if available). While In colour 
cycling rtiode. the following keys change 
the display; 

Spacirbnr - Rev^erse cycle direction 
Speed up 
> - Slow down 

Inverse key - Reverse colour flow direction 
Rotiim - Pause cycling. Any key to resume 
Escope - Return to menu 
-I- - Decrease cycling seed number 
Increase cycling seed number 
CLR/SET/TAB - Toggle Glow mode 

L - l,jCiop colour while in glow mode Note: Only 
plotted foregroimd colours are cycled, not 
background 

R- Register exht 

The colour register used In draw mode is 
taken from the available plot list. For each 


register available you can assign the number 
of the actual colour register to be plotted. The 
maximum and minimum cxilours to be used 
can thus be set. but colours in between will 
still be used to shade the cffccL The available 
Plot registers arc shown on the left, with their 
assigned colour register numbers on the 
right- On bootup or when the graphics mode 
Is changed these will be the same, Le. all 
colour regJstors active, Use the following keys 
to edit the list: 

M - Re 111 m to main menu 

R - Reset to default 

-/■ ■ Decrease/Increase number of registers 
used 

E - Edit list. A prompt will appear fur each 
available plot register. Enter the new value 
and press Return, or just press Return to 
keep the old value. Min □, Max <numberof 
regs.> 


AN EXAMPLE RUN 

Say you want a Graphics 10 plasma, on a 4 
by 4 grid using colour rtg;istcrs L-7, (not 
background ) of Checked ty pe then pmceed as 
follows 

1 - Use G to select mode 10 

2 - Press R for register edit 

3 - Decrease number uf registers used by 

pressing - (minus) 

4 - Press E to edit. Set values from 1 to 7 

for each respective available register 

5 - Press M to return to the menu 

6 - Set XS and YS using X and Y keys 

7 - Press T until Checked mode is on 

8 - Pre.sis E to set random seed and (ype in 

the required value 

9 - Press D to drawl 

10 - After drawing, press C to colour cycle 
and sec that It’s much better without 
the black bits of background In the 
drawing 
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II 

w 

T1 

to 

IV 

KZ 

PO 

H 

IS 

DN 

PP 

II 

IH 

OP 

YE 

PI 

m 

5X 

PI 

SI 

SO 

IH 

l£ 

VC 

Cl 

OT 

FU 

H 

LI 

Tt 


1 AEH 

I l£N t PLISNA If A, IlillaiM » 
I lEH i REM ATMl ISER - APRIL % tt 

I lEH 

II REM 


21 TRAP 2111 

31 IIM ESt4J,flClll,l$ri«,IDn5},STSf 

n,mm} 

41 TT$txl,5il=»laniloN Slip Ifp Slip lA 
Ip/ltwi Settier Shader Checked ” 

SI SCI=33»<iGI30i7S2 
68 GSP=n:ElEC HSELECT 


7i ttC:J;YC:6fRS:Kl 
81 ST:El:ST$tRi,l}^TT${?!ij» 

H ERiPHICS XRISETCOIDI Xl,XI|lt:S£TCe 
LOI Xl.K3t!CI:'SETCOlOI 
III PtIE CURiRl 

111 PDSITIOI 1,11:? ' MHJMiHiPBfla 


iratfr 


HI EXEC BRRTIP 

IIB PISITIOI 9,4:? ISitiP' 

140 POSITIOI ?i6j? <^id gave'' 

iSI PISniOR M!? 'HilHiaae eKl>(“iES 

+njiii« II 

161 PISIllOR S,ll:? edit Sgid 

ti 

p j*Jj 

171 IF CGSP=X1 QR ESP=R3 OR CSP=S1 THE 
I POSITIOI 9,12:? ■^cle":GOTD lit 
111 POSITIOR 9,11J? " 

Its PISITIOR 21,12Ibpe ;''j 5TS 
2tl AzIBMllF A>15 THER fl=A-lE 
111 POSniOV 9,14:! '01 .Model'"ifl;" '' 
221 PBSITIDR 11,14:? "R pilS £"JiaP9:i 

I H ri ^ 

I 

231 POSITIOR S,li:? "CDlDttrs;"|CaLStlSl 

I» II 

241 POSITIOR 111II;? ''V piis :";ltEltXl 

■ It *1 

j 

ISI POSITIOR 9,ir:? step ** 

161 PtSlTlOV 21,11:! U Step 


m 271 PISinil 18,28:? "(9319 [3 ft Q TO 
lECl" 

K IH GET I 

TI 291 IF A=it THER EREC PLASM; EDT6 SB 


HK 381 IF 0=86 THE! EREC VlEHilOtO H 
PI 311 IF 1^7 AMD (GSP=X1 IH ESP=X1 Dl C 
5P=53 THER EREC CYCLE I SOTO SI 
UP 311 IF A=8t TISI IC=KCfKl 
OP 330 IF lOUP TttEI )(C=n 
Ml 141 IF 1=89 THEI TC=YC?R1 
m 3SI If YOHEl THE! YC=M2 
TR »l IF 0=24 THER RC=IC-21 
KY 371 IF KC=M1 THER XC=HI0 
OT 310 IF 1=15 THER YC=YC-R1 
11 3» IF YC=21 THER YC=REI 
DO 4IR IF A=7i TKI EREC LLP:GDTe 111 
AR 410 IF 1=83 TMER EIEC SSirGOTD lit 
DZ 428 IF 1=81 THEI EREC lEGEIlCDTD 111 
FA 431 IF A=71 THER EREC GRSELECT 

IQ 441 IF A=69 THER EREC CHS!:GOTO 111 

MS 458 IF A=7« THEM EREC FEEblfiOTO 111 

FB 461 IF 0=84 THER EREC TYPE:GOTO 111 

OH 47fl GOTO 171 
J3 480 PRDC 91EH 
m 4S8 ElEC SETGRH 
VO SOI NDIE SCR,SCR,SCLER 
HI 618 GET A 
VH S2I ERtPROC 
PR 531 PROC SET6AM 
MT 541 ci=Hi6;mrr3i 
VH SSI GRAPHICS GRM 
PR S6R EIEC IRITRP 

DI S7I IF &SP=?;3 THER FOR 1=785 TO 712:PD 
RE H,CL+LUH:LI0I=LHK4R2:IEHT I 
GU 581 IF GSP=4 THER SETCOLDS 4,XI,18 
lU 5S8 IF GSP=I2 TMER SETCOLOfi 4,Rt,XI 

HT ill IF GSP=XL DR GSP=5 TMER POKE 718,C^ 
L+B:PI[E 7l9,ELn8:PaEE 71R,CL411 
IH 611 SCR=l>PE£tC8e9:P=8PEEtC56» 


VS 

UE 

W 


628 ERDPflOC 
631 PROC SSt 

641 CL5 :POSITIOR 11,21:? 


B*' 


PiCtU 


ZB 650 EXEC FILESflF RFF=X1 THER GSt 
GT 668 QPEI ttXl,B,»,F8 


GR 671 OPHT in(i,SCH,SCLER 
ER 688 CLOSE ttXl 
RS 691 CIS 
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VP 711 ERIPIDC 

IX 711 Pile LLI _ 

EC 721 CIS i POSITIOI 11,11:? ' ^MgeWMIll 

OS' 

MR 731 EXEC FlLESllF MFF=X1 TKEI 771 
EM 748 OPFH iai,4,»,FS 
OE 751 8GET tEXl|SCR,SCLEI 
ED 761 CLOSE ttRl 
RP 771 CLS 
W 788 EliPBOC 
ZY 791 Pile GRSELECT 
KH tH GSP=GSP+X1 
10 til IF G5P>S TMEH GSP=X1 
DV 1X8 IF GSP=X1 TBFI GRItZ3:CDLS=311118=1 
$f;HEI=9S:SCLEH=3t48:Et=".GR7>< 

OH 131 IF GSP=RZ TREI GIII=9fCIL5=15iKlR=7 
9 i HEU191 ;SClEM=7t8B :E$=■^FLP'* 

01 041 IF GSP=U THEI Gll^ll!C0LS=7:HII=7 
9 i HE1=191: SCL£M=76B8 : Ei =^'. FL P" 

JP 851 IF G»=4 THE! GIN=li:C0LS=I5:HII=7 
9:HEl=191:SCLEI=7IBI:Ej=”.FLP'' 
m III IF GSP=5 THEM GRIf=3l!C015=3:111=15 
9:HEI=19l:SCLEI=76Bl:Ej="*G15" 

ST 871 IF lOmi THE8 RC=HII 
BG 881 IF VOKEI THEI YC=RE1 
TL 891 IF RSTCILS THEI RS=X1 
IZ 111 Fie M=XI TO eOLS;ROCM}=R:ttEIT M:IB 
ll=CDLS 

VT 111 EI8PSDC 
IX 921 Pile lEGEO 
RJ 931 CIS 

OU 94B POSITIOI U,XI:? "Piet* 

IF 911 POSITIOR 20,HI:? "Register” 

HC 918 FIR H=Xt 10 RIO 
HR 971 POSITIOI 12,Xt4M:? R 
Pit 911 PISmiR 23 ,X 2 t|;? HU(|] 

IP 991 HEXT R 

OR IHI PISITIIR X2|2I:? Orc/lRC 9 
dit Sisei SVAB" 

SR nil GET A 
MJ 1128 IF A=77 THEH 1181 
CA 1131 IF A=tl THEI FOR |=XI TO COLS:Sil( 
|]=8:MEXT l:IRO=COLS:GOTO 931 
RT 1141 IF A=4S AHI IRUTXl THER POSITIOR 


i2,!C2tiRU:? " ":POSiiiOR 23,xzmu:? 
*';IRy=RRB-Mi 

VR 1158 IF A=61 MR IBlKClLS TIER HIB=IRU 
4Xl:P0Sm0l ItjXlTRRQ:? HHO:PaslTiaiR 
thWnm RU(RRD) 

SA 1161 If dOl9 THEI Itll 
00 1171 FOR R=» TQ IRU 
RC nil PBSinil Zi,X2+l 
VH il9f PORE CVI,XI 
El 1111 IIPHT Ft 
VO tut POKE CRB, Ml 

HT 1111 If F9=» THEI A-RHCI3:G0T0 1151 
OA 1131 A=UAL(Ftl 

FH 1141 IF AtXI OR AICILS THER ilBI 

ZZ USB 10(11=8JPOSITIDR Z3,X24|£? A;" 

■ 

KM 1161 REKT 8 
IT 1178 GtTD 1111 
JR 1181 CLS 
ZF 1191 EIRPilC 
EH IZII PBDC HSR 
IT mi PI51TII8 33,11 
TF 1221 PIKE HI, Ml 
FF izn IRPUT Ft 
W 1241 POKE HI, Ml 
Ml 1251 IF F$='** TRER 12ft 
IL 1268 A=VAL(Ftl 

IV 1171 IF Am OR 17255 THER 1211 
EH 1211 IS=A 
ZH 1290 EltPRIC 
XV 1311 PtOC FEED 
KV 1310 PISITIRH 31,1 
VH 1321 POKE Ml,XI 
FH 1330 IHPin Ft 
W 1340 PIKE MR, XI 
HR 1350 IF F£="" tier 1391 
ZJ 1361 L=LEl(Fll:lF L=XI OR L>X3 TIER 13 
11 

AT 1371 E9='"' 

PN 1311 E$Ri,Xi?L9=F$m,U 
ZJ IIH EID4»S0C 
TC 1410 PROC TYPE 

ED 1410 ST=SimaF 5T>7 THEM ST=X1 
RV 1421 L=(ST«fll-7:STSCXl,81=T9$(L,Lt7] 
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TT 143S EIDPROC 
XK 144S fm TTM 
n 145B A'Atll? 

HR 1411 l=A mi niNCL 
JK 1471 IF BiXI OR B=IRil THER B5=-R5;CDTa 
14St 

II 14tB EllPflIIC 
II \m PIOC TTP5 

PV 15BI KlI1(inB/XC]^V::ZRTnttI/Yi:9 
CL lilt FDR R=XI TO IS 
PL iSie 1ArflAIIIKinC;€B=B«NB(TmC 
IK ISIB 4=RARII157-iSl:B^A PRI BUKL 
FD 1541 COLOR BBCDIiPLDT 5A,CD 
HR 1551 lEIT B 
IE 1561 EIBPRBC 
YL 157fl BRBC TTP7 

IH 1511 4^011(157-15] !B=A NOD HUNCL 
CM 1551 54=inJ(l] 

m 16IB tO=-Rl:lF R)U THER LQC4TE R-RC,T 
.CD 

nr If 11 PPP::-ll;rF YIEB THER LOCATE K,Y-Y 

C^PPP 

05 IBZB L:-X1:1F K>» AID Y>ll THER LOCAT 
E K-RC,Y-TC,L 

TU 1631 IF 5A=CI M SAiPPP H 5i=L THER 1 
SBB 

ZA 1641 ERM^DC 
SP 1651 FIDC PLASM 
GV 1651 POKE 714.155 
AE 1671 EIEC 5ETGRH 
KG IGBl IDNCLURir^Xl 
HP 1651 A=9CI 

00 1711 IF ST=5 THER EREC TVPClCDTO 163B 
SK i71B IF ST=f THER NOBE SCR.SCl.SCLEIrG 
no 1911 

TO 171B FIR R=XI TO HID STEP RC 
10 1731 FOR Y=XI TO HEX STEP YC 
A1 1741 IF 5I=X1 THEI A-RAND1157-RS9;I=A 
MOO HOHCL 

IP 1751 IF 51=11 THER ft=A4R5;l=A MOB RItHC 
L 

CZ 176B IF 5T=n THEI A^AiRSlB^RUHCL-CA M 
OD HBKLl 

UT 1771 IF ST=4 TfSl EREC TYP4 


IS 1711 IF 5T=7 THER EHEC TYP? 

AD 1751 COLOR RlftBliPLOT K|Y 
RE 1106 IF PEEE(764)0155 THEM POP iCOTO 
21Z1 

M lilB REIT T 
LI 1011 lERT I 

RO 1130 FIB X=XI TD UD-RC STEP HC 
IP 1041 FOR Y=Rt TO REl-TC STEP YC 
IJ 1151 LOCATE K.YjPlC 
AN mi LOCATE RtHC.T.PlC 
BY 1B7I LOCATE R.T^TC.PJC 
CJ IBBI LOCATE |4irt|TtYC,P4C 
PD 1151 ICl=(PZC-PlC)m 
RD 15BB RCZ=tP4C-P3C]/KC 
SR 1511 FDR X2=n Tl 1C 
R¥ 1511 IF ST=6 THEI LOCATE IRtIH,Y,PP!l 
F PPORI TIER 1541 
HP 1531 ClLIHt PIC^PLIT RtRliY 
OE 1541 IF ST=I THEI LOCATE 11^119.(Y+YC) 
jPPiIF PPOXI THEI mi 
01 1551 COLOR P31^:PL0T M+IZ.Y^TC 
QJ 1550 PlCzPlC4XCl$PIC=PICfXGZ 
Jl 1571 lEta II 
Tl 15n FOR ttZ=XI TO IC 
ce 1950 LOCATE X4Hl,T,PlCrLIKATE R4XI.Y4Y 
C,P3C 

Pi IIIR TClrtPlC-PlCl^YC 
SI nil FDR Y1=XI TO YC 
flV ItZl IF PEER (70410255 THER POP JCOTD 
ZiZB 

OC 1131 COLOR PIC 

OH 1141 LOCATE CX+RZl.CY^YlI.PP 

YF lei IF PP{)XB HER 2171 

M. 1460 PLOT R4K2,r4Vl 

HD 7171 PlC=PiC4YCl 

JK IRSO lEXT VI 

JC 1151 lEKT XZ 

LM 1111 lEXT V 

L£ 2110 IFXT X 

IP 2111 mUE SCR.SCRiStlEI 

GD 2139 PORE 7B4,Z55 

XC 1141 RS=ABSIRS] 

YU 2156 EROPOOC 
KN 2161 PRirC CYCLE 
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ZU 2171 EIEC SETQIM 

HX 1116 FOR R=7I4 TO 712iPDKE R.XliREKT R 
BU 1151 mOE SCR. sell SCLEI 
50 1100 S=144;PPP=XIfC0iXl;STPtX0lSA=I2iC 
ltKl;5S=5AiLLP=Xl 
FZ 2211 PIKE 764,255 
SL 2ZZ6 IF PEEK 1764] 0255 THEI 5TP=XI 
CM 2230 IF STPrXl THEI 2221 
G1 2241 PORE 764.255 
RL Z2SB S=S4SA;PDK£ 77.XI 
T5 1260 iLT=XI;IF (5 HOI 16=119 AMI Clt=-X 
1 THER ALT=X1;5A=-SA;5=S45A 
n 1271 IF (SA)Xe ARB ALT=X1] ill LIP=X1 
THER 5:5414 

Ml 2110 IF S)25S THER S:S-2S6 
HR 2251 IF SLXt THEI 5=54256 
CJ 3311 IF C5P:X3 ARB CB=R1 TIER -MOE 71 
5|716,7:PDEE 715 jS 1GDT0 1341 
BS 2311 IF G5P=X3 ABB CD=-X1 THE! MOE 71 
6,715|7:P0EE 712|5:GDT0 2341 
OE 2320 IF CD=’X1 TIER MOPE 7t5i710.2iPOl 
E Zll.SiCOTO 2341 

Iff Z13B -miHE 710.715. Xl^POKE 716. S 
01 2346 PAHSE PPP 

H. 2351 IF PEEKf7G4] 0255 THE! 2371 
RJ Z»l GITO 2251 
IF 2371 i=PE£IC7B4] 

IV 2311 IF A:U THEB ILP=-1LP 
PO 13H IF A=33 THEI CD:-CO 
09 2411 IF A:2t THER 2540 
HD 2411 IF A=55 RIB PPP<1I THEI PfP=PPP4X 
1 

iC 2421 IF 0=54 AID PPP>XI THEB PPP:PPP-X 
1 

LR 2431 IF A=12 THEI 5TP:X1;PAUSE XI 
M 3441 IF d:35 THE! 5A:-5A 
FJ 245H IF A:44 THEI CMi-CM 
IF 2411 I55=55:IF A:B TIER 55:55-11 
MM 2471 If 0:7 Tffil SS:SS+X1 
OS 2401 IF SSOB THER 55:355 
AT 149B IF 55)255 THER 55:XB 
YQ 2511 IF 055=55 TIER 253B 
FD 251B IF SA{XO IHEI 5fl=-SS:G0TD 2530 
LK 2521 5A=55 


PE 2531 GOTO 2211 

GO 2541 PIKE 714.255 

ZC 2550 ERBPROC 

AN 256B PRDC FILES 

DT 2576 R-X6iY:S:RFf:XB:L2:LEH(E$9 

IG 25M iF=Xi:iF=XliRFU=Xi:OFI=XB 

JR ZSfB PDSITIII Xl.Xf;2 

II 3510 IPFI iX1.6.XI."lJl.«" 

CV 2616 IIPUT tXi.Dj 

MQ 1G2I If D$(5,1B9="FRE£ SECTORS" THEM 2 
656 

JY 2611 FL=m(05(15.17)1 
M 2646 IF 0$(11,13)OES(X2.L1) THEI 0F=0 
Fm;IFU:0Fl4FLrCDTD 2611 
GO 2656 lf=HF4Xl3Jiri:RFU4FL 
RJ 266B IF HFOS TIER P05ITISR I.T;? 05(1 
41) 

DE 267B T=Y4X1:IF T=Z1 TMEI I:R41I:Y=S 
RR 2661 GITD 2611 
IH 2691 CLOSE 111 

KC 1766 POSITIDR 1542!? IFU;" MCl ill 
RF;« file^jaF RFOXI TIER ? "S" 

CT 171S PDSITIII XJ4J!? DS(X1,X3)J" fr« 

II 

5G 2721 POSITIOI 1543:2 DFHi" used in 
Df;“ IFOXI THEI T "S" 

01 2731 POKE CUI4B 

JH 2746 PISITlIi S.ZZilIPBT "FiltflAM "jO 
i 

M> 2751 POKE CII.Xl 

BE 1761 IF OS:"" THER RFF=XlrGOTB 2711 
GH 2771 F$Ori.l4)=-i:":Ll=L£R(OS] 

VY 2760 FS(X3.X2HL}=0S(XliLl)rF5tX34Li.X 
14L14LI)=EF(X1,L2) 

25 2726 ElOraOC 

G5 1661 PRDC RIKTDP 

OC 3111 PIKE 16,112!POKE 53774,112 

YZ 2621 ERDPBIC 

M. 2636 POKE CII.Xl 

IH 2041 ? :? :» "Errtr ) ";ERR 

HU 2651 ? J4 '•Ano hfO to fBStart" 

EX 1B6I GET d:TRAP ItlBlGlTD 91 
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Features 

and ©IPDINIQ©^ 



A personal selection 

M any people have heard of "Murphy^s 
law": tliat strange phenomenon tliat 
seems to ensure that the worst pos¬ 
sible scenario will always take place. Howev¬ 
er. many people sttU haven't heatti of "Mur¬ 
phy's Laws of Computlng''H despite having ex¬ 
perienced them many times before. 

To help you recognise these law&^ and to 
narrow the possibility of you experiencing 
them again, here is a list of so me of the 
variations I have incurred^ 


1. YOU WILL NEVER BE ABLE TO 
FIND THE DISK THAT YOU WANT 

Too tnie! You arc certain to look through an 
entire disk box before finding the program 
that you want - it wlU always be the disk at 
the back of the box. However, when you next 
look for the disk and start from the back of a 
box. it wlJJ magically appear at die front 
again! 

2. IT IS IMPOSSIBLE FOR A DISK BOX 
TO STAY NEATLY ORGANISED 

So, you’ve finally get fed up with looking 
through an entire d isk box to find the disk 
that you want, eh! What can you do then? 
Ah-ha! Why not devise a fail-safe storage sys¬ 
tem? You then spend hours organising prog¬ 
rams into alphabetical order. Games am put 
into one box. utilities Into another and PD 
into another. You spend a day printing num¬ 
bered labels so that you can easily find the 
disk's correct position when putting it away. 


by Kevin Cooke 



Then you come back after a long day out and 
find that someone else has used almost every 
disk and totally ruined your carefully organ¬ 
ised system. Not only are disks scatteretl 
everywhere but the ones that NAVE been put 
away are In the wrong boxes! 

3. LOCKING YOUR DISK BOX WILL 
NOT HELP 

Fed up of having your disks messed up, you 
decide to use the keys so kindly supplied with 
your disk box. Unfortunately, eis you had to 
hide the keys to stop anyone else from finding 
them, you also forgot exactly where it was 
that you hid themt In desperation, you try to 
remove the disk box lid by removing the hing¬ 
es, This is where you encounter law 4 


4. YOU GLUED THE HINGES IN 
PLACE SO THAT THEY WOULDNT 
KEEP FALLING OFF 

This one explains itself. How were you 
meant to know that one day you might 
actually WANT the hinges to fell off? 
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5 , CONFUSION ALWAYS OCCURS 
OVER FILENAMES 

At least you might eventually find the keys 
to your disk box - the effect of losing them 
can eventually be overcome. Not so with los¬ 
ing a disk fileE How many times have you 
written a brilliant program or novel and saved 
it to disk, only to accidentally save a new file 
straight over It wltli the sEunc name? Again, 
this brings us onto the next rule. 


a THE BITS OF COMPUTER THAT 
YOU KEPT AROUND FOR SPARES 
WILL NEVER COME IN HANDY 

In fact all they'll do is clutter up your 
already limited storage space. Not only is each 
part shaped so that it canT be stored in a 
room-cfricicnt way, Can you ever see yourself 
needing the parts from EIGHT broken Joys¬ 
ticks? 


6. ONLY FILES THAT ARE NOT 
BACKED UP WILL BE LOST 

Of course you didn't. You’re hardly likely to 
make a silly mistake when you’ve been up ail 
night and have only stopped typing because 
you're too Urud to press die keys, are you? 

7. IF YOU BUY A PRINTER, YOU’LL 
START TO USE ENOUGH PAPER 
TO DESTROY A RAINFOREST 

At first, buying a printer seemed like a good 
idea. You can finally show someone what you 
spent the weekend doing instead of going out 
- you’ll never have to carry around your com¬ 
plete computer set-up and a convenient 
power source again! Howc^'cr. you soon real¬ 
ise that tlie printer isn't such a dream - It can 
really turn Into a nightmaret As you’ll never 
have got around to keeping a source of scrap 
paper nearby, you’ll start to print even your 
rough drafts on your best quality paper, Tlie 
p rahlem here is that you’11 never spot all of 
the mistakes on your first print - you'll need 
to print the same piece at IcEist tHrcc of four 
times before you finally get the message that 
you should check through the WHOl^ of ihc 
document before you print another copy. My 
bln must sometimes feel like an office supply 
shop with all of the paper it seems to store. 


9. SOFTWARE THAT YOU PAID 
OVER £10 FOR WILL SUDDENLY 
DROP IN PRICE TO UNDER £5 

This is not only annoying but also costs you 
money in a way. However^ don’t think that by 
waiting you can save inon^. It Is a fact that 
should you not buy a piece of software 
straight away, the company will either close 
down or will sell out. You can’t Win! 

10. TEN MINUTES PROGRAMMING 
WILL LOSE YOU TEN HOURS 
SLEEP 

This is one of the worst of the bunch ■ it can 
get at you in two dlfTerent ways. Not only wiU 
the ten minutes that you were supposed to be 
staying up to finish the ’’keyboard Input 
routine’' turn into at least an hour, but when 
you do finally get to bed. it will be impossible 
not to dieain about better ways of doing 
something that you previously programmed. 
Watch out for nightmares about Data Proces¬ 
sing and high scone save rouUncst 

So, there are a few to watch out for. There 
are maLny more - I'll leave you to discover 
themt • 
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The CLASSIC 



A s lue return from the plnnet Demoii tue 
Jind ourselves UJ(th tiie opportunity to 
enf^y some fun and. TelaxatioTU The 
Pudoso ccdl fun the l^eblood of er^tertainment. 
So withoutfurther delay, it's Uir^for some 
fun... 

FUN FOR TWO 

One of Lhc many new disks recently added to 
the Page 6 Library is a collection of two player 
games entitled FUN FOR TWO. There arc 
five games for you to enjoy with a friend. 

FINDING FLAGS 

The first game on the disk is one of my 
favourite two player games for the Atari 8-blt. 
CAPTURE THE FLAG was featured as an 
Antic disk bunus back In October 1989, It is 
an all-action game in which you must race 
through a rnaic to collect a Hag and return it 
safely to your home base. 

The screen layout la well designed. The U>p 

with 

Stuart Murray as 
your Tour Guide 

Faye G’s JVi 



ZO^ 


half contains the two display windows. Ttie 
green player Is on the left with the purple 
player alongside. Capture the Flag Is a dual- 
dlsplay g 3 r^^:^ i.e. both players race for tlie 
same flag In the same maze^ but tliey each 
have their own display window which shows 
the area of the maze they are irt. 

Below tlie display windows Is the scanner. 
This shows the location of each player in the 
maze. Veiy han^ for getting your bearings If 
lost fn a section of the maze! 

At the bottom of the screen, the "Flags Cap¬ 
tured” and ''Ammo'^ for each player is display¬ 
ed. You begin a game with four shots of 
amjnrio+ A player can blast a hole in the maze 
wall with each shot of ammo. 

Capture the Flag begins with both players at 
their respective home base. The green player 
is at the top left of the maze and the purple 
player Is at tlie top right The flag is at the 
bottom centre. 

The game is a mad race through the maze to 
capture the flag. Tty not to use all of your 
ammo In getting to the flag - you may need it 
On your return! When a player captures the 
flag, the other player automatically possesses 
unlimited ammo. This means tlian while re¬ 
turning the flag to your home base you liave 
to watch out for the oflier player who can 
blEist holes through any wall In the maze... 
and shoot you! 

If you are shot whilst tarrying the flag. It Is 
dropped where you stand and you are then 
returned to your home base. The other player 
can then pick up the flag and head for home 
(with only limited ammo). It is then his or her 
turn to watch out for you as you shoot your 
way through the maze. 

When a player manages to make It back to 
home base carrying the flag, the round Is 
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won. A tune plays and an Atari flag Is raised 
tn the winner’s display window. The first play¬ 
er to capture five flags becomes the cham¬ 
pion. The maze changes on each round so you 
never know the direct route to the flag. 

Movement of your player within the display 
window is quite jerky. Sound and graphlc-s 
are very aveiugc. Colours are limited. Howev¬ 
er, the gamcplay is outstandlngT Capture the 
Flag Is two player action at its best! It is 
frantic, funny and quite simply fantastic! Who 
cares about the graphics, animation or sound 
when a game is this fun to play! 


CLASSY BREAKOUT 

Moving on, the next game on the Fun For 
Two disk is a Cemian program by the name of 
UNI CUM. This Is a very professional presen¬ 
tation of Breakout for one or two players. The 
object is to use a bat [or bats] to hit a ball up 
Lhc screen and knock out coloured blocks. 
Clear all the blocks and you move onto the 
next level. 

Unicum is vciy much in the sanv; mould as 
Imaglnc^s Arkanoid. Occasional^, a letter wiU 
fall from a block that has been hit by the ball. 
The on-screen instructions are In German so 
here are descriptions, in English, of the 
effects caused by catching the letters with 
your bat: 

$ = Slow (the ball slows down) 

L = Laser (you can shoot the blocks) 

K = catch (the ball sticks to your bat for a 
few seconds) 

D = Ek>uble (your bat doubles In length) 

N = Next level (you advance one level) 

E = Ejctra life 

B = Bonus score 

^ = Extra life or bonus score 

There arc four play modes In Unleum: One 
Player, One Player & Computer, Two Player 
and Demo. 

The Two Player mode is a lot of fun. Both 


players play on the same screen and must 
Co-operate to complete a level. Player 1 is In 
control 0 fa bat covering the left-hand side of 
the screen. Player 2 cnntrols another bat on 
the right. Watch out for the arguments when 
someone misses the ball! One Player & Com^ 
puter mode plays fn a similar manner. The 
only difference Is the computer controls the 
right-hand bat. 

Unicum is smooth and colourful and fea¬ 
tures lots of levels. It is a hot PD version of 
Arkanoid. 


DUELLING TANKS 

Next up on Pun For Two is EXWALL, a 
version of the classic tank battle game from 
Combat on the Atari VCS. One player Starts 
at the left, the other at the right. In between 
are many shaped walls. The object of Exwall 
is to shoot your opponent's tank before he 
gets yours. 

There are two types of wall - orange and 
blue. ’You can shoot orange walls with your 
tank- Blue walls are indestructible. However, 
by shooting and reversing at the same time 
you can change a blue wall to orange, allow¬ 
ing you to shoot your way through it. You can 
also create an orange wall in front of you with 
this option which means you can make a 
quick tactical retreat if under fire from your 
opponent. 

'fhe graphics and sound are very basic and 
look like a lype-in game from the early 1980s, 
'rhe gameplay Is too slow to hold your Interest 
for more than a few battles, however the ba t- 
tlefleld designs are not bad and add a strate¬ 
gical element to the game. 

Exwall is almost a good version of Combat. 
However, It Is let down bad^f In that you can 
only fire In one direction! This, added to the 
crittclsms mentioned above, makes for a poor 
rating. With a bit more effort this could have 
been worth a few blasts. As it is, Exwall is 
simply a sector filler. 


Fctge 6's Neu? Atari User 


47 












MORE TANKS 

Next up Is another attempt at the Combat 
tank battle. TANK DUEL is an old Compute! 
program whtch looks and plays like the ori¬ 
ginal CombaL 

The screen layout consists again of two 
tanks facing each other and obstacles in be¬ 
tween^ This time there are walls and bushes. 
The object Is again to blast your opponent 
from the screen before he blasts you. 

TANK DUEL Is a lot more fun to play than 
ExwalL It has the advantage of eight-way fir¬ 
ing which makes for better quality gameplay. 
Also, you can hide In the bushes and pounce 
on your opponent The mazes are well desig¬ 
ned and the explosions are nicely animated. 
The only criticism I have Is that the bombs 
are pathetic and look like the blips fn Pong. 

I Uked TANK DUEL It's a good two player 
game and a reasonable version of Combat, ft's 
also very indicative of a Compute! tyjK-in, i.e. 
high quality. However, you can't beat the real 
stuff. Fora mean tank battle, get yourself a 
VeS and a Combat cartridge! 


you move on to the options menu. There are 
loads of game options available. Select Option 
4 (Easy! and you're awayl 

The game is basically horizontal Pong wilh. 
aliens, bombs, springs, lasers, birds, missile 
launchers, etc. You control a paddle in front 
of a wall. The object Is to not let the ball (or 
any objects) past your wall. If anything gets 
past, your plunger at the left of the screen 
moves down one notch. Wlien It lias moved all 
the way you have lost the game. 

The various objects add spiOc to an already 
addictive format. Aliens throw the ball back at 
you. Mama Birds eat through your xvall. Mis¬ 
sile Launchers Drc missiles at your wall. Sud¬ 
den Death Rocks cause a final play off by 
dropping both plungiers. There is always 
something going on! Presentation is good 
with colourful graphics and various sound 
effects. Unfortunately, the gameplay is let 
down slightly by Jerky animation of tlie ball. 
The ball is central to any game of this type. If 
only the author had created a smooth scroll¬ 
ing ball then this game would have been a 
real cracker. This gripe aside, TV Jaji is im¬ 
pressive. It’s not the ultimate version of Pong 
but fun nevertheless. 


WAY BEYOND PONG 

All good things must come to an end and so 
wc come to the final game on Pun For Two. 
TV JAJI [pronounced JAA-GEE) is a 1990’s 
version of that 70's classic POng. Pull docu¬ 
mentation is included and can be read or 
printed from the main menu. 

The author. Thomas Staiacc, describes TV 
Jaji as "the ultimate souped up side-ways 
version of the classic volleying game with ev¬ 
erything but the Idtchen sink"., He worked on 
the program for many years and had planned 
to release it in Antic before the magazine 
ceased publication. He has now released it as 
Shareware with a Registration Fee of $5. 

TV Jaji begins with a long and Impressive 
animated sequence wlilch creates a good 
atmosphere. Press your Joystick button and 


Overall, Pun ForTVro is a scrumptious diet 
of frenzied two player ffin. Capture tlie flag 
and Unicum are wonderful examples of how 
good public domain software can be! Tank 
Duel and TV JaJl are good efforts which add 
to tlie value of die disk. 

CLASSIC PD ZOWE RATIIVG; 7S% 

As tiw opproiich Eurth loe con see the benefit 
AU crew members and pcLssengers are 
reioAsed and r^uLsertftted, ready for die busy 
iLmes ahead. After oR, oli UJork and no piny 
makes your Atari! 9-bif a duU circuit. Glise if 
somejuice without delay! 

In the uxinds of James 7. Kirk, "If laas ... Jlin.” 

The disk reviewed was: 

DISK 250 - FUN FOR TWO • 
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DAISY-DOT 

FONT EDITOR 

I f you are already enjoying Daisy-Dot il 
there are further treats in store. You 
have probably tried all the fonts that 
came on the DDIl disk, and no doubt you like 
some and hate others. If you are not satisiicd 
with this small selection there are many more 
on the Daisy Dot Accessory Disk (DS#22). 
Even with all these fonts you will probably 
feel the need Ibr something different at some 
time. You may not want to start from scratch 
on a new font and indeed this is a surprising¬ 
ly difficult task, but it is comparatively easy to 
make small changes to the detail in a font to 
Improve It Ibr your personal use. 

The DDll font editor docs not need much 
explanation. The best way to Icam how to use 
it is to play, but there arc one or two points 
that are worth remembering if you want to 
avoid heartache. 

DON’T CORRUPT 
GOOD WORK 

Before you go on to extensive font design you 
will want to view and modify some of your 
stock fonts using the DDlI Editor. This is fine, 
but you do not want to change a font and 
then ftnd that your changes don't look as 

Pc^ ©’s N 


good in the moniilng as they did the night 
before, only then realising that the original is 
no longer recoverable. 

This is easily avoided. When you load a font 
into the editor save it Immediately onto a new 
disk under a new name. All your changes arc 
then made to the new font and the original is 
sUll intact when you want to use itagjain. 


GETTING STARTED 

The font editor Is on side two of the DDIl 
disk. Rrst start your computer wilh a DOS 
disk, then load the font editor using DOS 
option L. The editor file is caUed [FONPE- 
DJT.COM. 

Now you can load an existing font Put your 
disk with the fonts into your drive and if you 
know the name of the font just type L and you 
will get a prompt Lo£id Font; Drive; in the box 
at bottom right of tiie screen. Type 1 for your 
first drive [or another number if you are one 
of the few who have a mulOpfo drive system!] 
and then the font name. You do not have to 
add the .NLQ extender as this Is assumed by 
the program. If you have forgotten the name 
of the font file you can browse the disk's file 
Index by pressing the number of the drive 
(usually 1). This brings up the first item from 
the dlrecloty In the prompt box. Each time 
you press a key the next entry from the dlrtc- 
toiy is displayed. Il Is not possible to foad the 
font directly from this prompt. You have to 
note the name and then go back to the L 
procedure described above. 

Once the character set is loaded a single 
character will be displayed In a box on the left 
of your screen ready for editing. The name of 
the font that is currently In. memory fs shown 
at top right of the screen and the letter or 
character that is currentJy being edited Is also 
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shown. This may seem unnecessary, but If 
you make extensive modifications your char¬ 
acter may not look anything like the standatti 
alphabetical letters. You may make a charac¬ 
ter set that combines capital letters and bullet 
points or otlier symbols for presentation pur¬ 
poses, or a series of patterns for borde rs or 
separators. 


A BIT OF EDITING 

It Is possible to edit characters using the 
cursor keys, space bar and Return key, but it 
is much easier with a Joystick. In either case 
you edit one point at a time. Daisy Dot hand¬ 
les proportionally spaced as well as fixed 
pitch fonts, so diflerent chameters can be 
different widths. The height of the grid on 
which the letters are drawn is always 16 cells, 
but the width can vary from 1 to 19. Fora 
fbeed pitch font just ensure that all characters 
are the same width - this is useful when you 
are preparing a document with columns in, as 
It allows you to position columns accurately 
and consistently. 

If you are using the joystick you just move 
the cross shaped cursor to the position you 
require then press the fire button to draw the 
point. If you want to erase Just press the 
space bar to switch from drawing to erasing. 
There is an on-screen display showing 
<Draw> or <Erase> on the right nesu- the top 
which reminds you which mode you arc in. 

The more difficult option is to use the cursor 
keys. The space bar works the same - switch¬ 
ing from draw to erase - and Gie cursor keys 
In combination with CTRL move the cursor 
(the + and - cursor keys bring up the next and 
previous characters In the set if you don t 
hold down CTRL). Return is used Instead of 


LETTER SPACING 

You will remember that the spaces between 
characters arc set in Daisy-Dot, so there Is no 
need to Include the space between characters 
when designing letters for use in DDIL The 
character must span the full width of the grid 
you have selected. If you leave space down the 
side of the character and DDTI then adds 
more you will end up with unevenly spaced, 
untidy looking and dllBcult to read prinL 
The llexlbility of this spacing can be put to 
good use. One of the fonts on the accessory 
disk is called Tile and It hiis a line drawn 
down one side of each character and across 
the bottom to give a result that looks like 
miniature Scrabble tiles. 


OTHER CONTROLS 

On the right of the screen is a short list of 
controls. Two further lists arc accessed by 
pressing Select. Some of these have been 
mentioned already and most arc self explana¬ 
tory. The complete list is: 

< - Decrease wid Lh 

> ' Increase width 

- (minna] - Previous character 

- Next character 

- Goto specific character 

- Transcribe 

- Restore character 

- Directory of drh'e 

- Saw font 

- Load font 
-dear Window 

- clear Memory 

- Print character 

- Quick print 


+ 

G 
T 
R 

1 to 8 
S 
L 
W 
M 
P 

the joystick fire button to fill or erase a point, S 
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NOSAUG PD LIBRARY 

OVEfl 150 DOUBLESfDED DtSKS FEAWR^ 
ING THE VERY BEST IN PUBUC DOMAIN 
AND SHAREWARE FOR YOUR ATARI 6-BIT 

Jhg toUowrPQ iftiJts sfv 3 otf OMmt aOlcgiMi 

SOUND HQMTCR PnOFESSIONAL V S0LD4 

lr^#r a>mple4a with 20 I1>K. and <l0(5 in En^i^ 

TURBO B:ASIC PHOGRAUHING. KIT - SdisK S«l lor ontji' 

PWmHEON VIEWSUPEPS dump ^ ’ Ttw- lj»l pitJjrs viewof and 
Ijesi StrtWl dump lAdlr iDflelhaf on me disli 
TYPE-W CLASSICS VOL 1 ’ Tr#n Craiy, SuijHiJnlBf. Grabai Appla, 
GrMdy Guniw, Alar^ae. Supply Bleslsr. Bounder PhiS, C^St% Mcrgvd 
MIND GAMES ■ t Feitoi PrqBd. Itoid BusUsis. AuUXnDiKS 

BEST ON WDTC EOUCAHON ■ Blaticn Mulidcation. Talulo 
IV^hVAl3rd. Bla&l, Alpha AnhitiMiK, the TutV. 

s*majdi(ie, ChWIfe, fi*Sr5*0f VailH Modal. StsMiil, PhyM Sofiee 
OV NACKERS NEWSLETTER - AH 

Aft noSAUO PD disks are priced af onty £i.SO 
9ach {any atnQuni} 


NOSAUG PD CASSEHES 

Th9 vwy fp pobllc damam saftwarm 
&n i^ass&na for your Atari Xl/XE 

TuIbs oLhOilabCc’ EncEuife.' 

GAMES 1 , UTILFTIES, AMAZING DEMO^ MUSICAL 

MADNESS, KIDS FUN, PUTUFCA ISSUES 1 - tZ 
lUeur £l£l£t oiralloblf fux£fr 

UnUTlES t - KwstJcAe Aiist. Ilntic Miao £ (mNi bur muse 

tuds}, 1020Cassfltlg Mdhdr. Cureni Fmign Exdidhgd, 

The tiler 

BEST OP ANTIC GAMES ^ RMUurid. LNKt« NiKlnar Wa&ti 
Ownp. BUtdiop. Hiappyr^^ Revvs.. Mm# 14^. Miaze MadlAC. 
Qg^rg, E-RacH 

BEST OF MULOC GAMES - RarKrtarr DelMtfl. Clow) Ho«»f. Badir- 
rim, Mane War, Bla'SI, Snowplow. LjvmfirO^ Race In S|Boa, Caermc 
Gki&i l=l»oir«. ThdiEl«e^oiA 

EOMCATICNI - Blast Alpha Fhin, A]pltd1«t Train, Tha Counting 
Gaim. Copv tiM Roadii^ Program. uaihs, uaA AiBtt. 

Fwt Wilt ww*.. Gows My Wmbar 

Aft tiOSAUG PO caasett»a aupptiaii wi quality 
CSO tapaa Comptmla ¥\/ftfi 

Prf^ = aacH 

ComNd SOON: FUTUHA ISSUES 13,14 AND 1S - 
A casEetla taaituring higltligh1& from Hub Ihree dtEKvarEjons 
PLUs bonus pragrarns 


Send £1 or a large SAE for a copy of the new NOSAUG PD catalogue 


Fiea&& ma/ire c/ieques/p^o, 'a to S.J. Murray and sand to 

NOSAUG, P.O. BOX 10001, PETERHEAD, AB42 6ZN 


ffOSAUG - AN ATARI S-BiT USER GROUP/ 


F 

V 

U 

CTRL+V 

CTRL+H 

X 


- print Font 

- Vertical filp 

- Horizontal flip 

- Vertical Scroll 

- I torizontal Scroll 

- cXit to DOS 


\ will amplify one or two of these. 

T (Transcribe) brings in another letter. For 
instance. If you are about to work nn the 
letter R you can go to the R position In the 
font and Transcribe the beauttfiil P you have 
already created thus ellmlnatiiig most of the 
work needed to create the new K. 

R (Restore clmracter) reverses tlie current 
editing of one character. It docs not necessar¬ 
ily restore it to the state when you loaded the 
font, only to the state at the beginning of the 
current edit of that character. This means 
that if you edit a character for a second time 
in the same session you can only restore to 
the state at the end of the first edit. 


ter while M (clear Memory) wipes the current 
character set from memory (take caie - this Is 
IrreversiblclJ. 

The flip and scroll features arc most useful 
for graphical work such as border styles 
where you want to set up a pattern 


FMALLY 

Even tf you never create a masterpiece of a 
font for yourself it Is well Worth playing With 
Fontedit, It will give you a real Insight into the 
problems and constraints that the designers 
of typefaces have to face. Some letters are 
comparatively easy to crafi.. but there are: al¬ 
ways some tricky ones and it can be very 
difficult to achieve a style that is consistent, 
legible and good looking across the whole of 
the upper and lower case alphabets, the num¬ 
erals and punctuation marks. 


W (clear Window) clears the current charac- I hope you will glv'e It a try. Have funi 
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The Accessory Shop 

ISSUE 71 


CONTINUING CLASSICS 

Although there is no neuf so/tsifare nowadays there is stifl a chance 
to buy the classics from yesteryear. Stocks are dwindling though and 
' this oeuEd be the !ast chance to complete yourcolteetion . Buy now! 


ASTEROIDS 

Asleraids surrQund you! Use 
your photon cannon to defend 
your spacecraft from a field Of 
asteroids which become progres¬ 
sively small efn swifter and rnore 
dangerous. Watch out Ibr enemy 
saucers too! For 1 to 4 players 

ROM CARTRIDGE 
OUR PRICE £5.00 


LmT£t} STOCKS 


DEFENDER 

An aJI'time dassc from the arcacles 
Aliens have swarmed over your panel 
atiempong to capture humanoxts and 
UanBTarm them into daSiructiva 
muisflts. Fortunately yw wrnrnarrd 
Defender. the rnosi deadly spaceship 
ever Keep an eye on the radar for the 
noon aJiacK wave. 1 er 2 playen 

ROM CARTRDIGE 
OUR PRICE £5.CH) 


UMiTED STOCKS 


GALAXIAN 

3warm$ al Drones, Emissaries and 
Horners lead the way m anacn and 
prolecl Che Commanders wh* guide 
Ihe force. Your orrty hope is to blast 
them out of the sky before they 
destroy you. True classic excite¬ 
ment thai can still give you sweaty 
palms. IQ shpii levels 

ROM CARTRIDGE 
OUR PRICE £5.00 


UMITEO STOCKS 


MILLIPEDE 

Creepy Crawly bugs hhe jumping sp<d' 
ers, bussing bees, bouncing beerles, 
mosquHoeE., dragonNIes, inch worms 
and eanvigE have nvaded yCiur imie 
garden peteh arid you have Id blast 
f«l (0 get rid cF themi Fasi adion 
graphicB and greai SOurvd. fJse your 
Trak-QaU far even greater play pOWSr. 

ROM CARTRIDGE 
OUR PRICE £5.00 


UMfTED STOCKS 


KABOOM 

The klad Bomber is back and 
intent on blasting you to kirygdom 
ayme unless you can get your 
buckets of water out in time to 
eaich and diffusa the bombs. 
One of the ainnpJest concaprs yet 
hugh'ly entertaining, especially for 
the kids. 

ROM CARTRDIGE 

OUR PRICE £3.95 


UMtTED STOCKS 


MUSIC PAINTER 

An exHtng educalional program that 
helps to teack music by us mg colours 
■nsiead of noies. Ctian^ fifteen 
suited scngs to feaiuTe OiHereni m* 
slrumGntB,. make the notes longer Or 
shorlBf or transr^lbe ydur own son^. 
No musical knowledge required to 
make your own great nnusic. 

DISK ONLY 

OUR PRICE £4.95 


UMiTED STOCKS 


POLE 

POSITION 

THE racing gama for the Atari 
Classic. Very btlle has Im* 
proved or^ this winning formuLa 
lhat brings untold fun to young 
an^d old allKe. 

ROM CARTRIDGE 
OUR PRICE £5.00 


TENNIS 

Forebanda and backhandia, driving 
S^XKOach shots, angled vnfeyS. over- 
head smashw and Incky fc4is - youVe 
Mt aJ the Slrokw in TanniBl HSrS t 
the aciion packed game thai chal¬ 
lenges you Ip p^y at yout best. Play 
singles apainat the compuler or 
another pbyer or daublet against 
anolher player 

ROM CARTRIDGE 
OUR PRICE £5.00 


UmED STOCKS 


10 -PRtNT 

Owners ol the prkiier jvM have 
to have (his superb utiKy lhat enables- 
profltam listings To be piinled cut wnti 
all tne conlror characters (jusl as. you 
see in New Alari (Jse-b as wall as 
printing n any chqiDe of fcnC. Full in>- 
StructiOTtg. are indudad far you to pnnt 
out your letters and oiher documents 
ifl any Fon( you choose 

DISK ONLY 
OUR PRICE £4.95 
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CASSETTES at just 95p each! 


180 X 

A dreat dans challenge. Eight Cippfr 
rients, digitised speech, two player op¬ 
tion. kve joysick control, full mattiiplay 
scoring, a sense of humour, superb 
playabvlity. 

BOMB FUSION 

fk lerTorel gang has planted bfmnbs 
throughrxjE the Sellefscale Mudear Pnj- 
oessing Plael and you have to go in 
and save the plant and possibly (he 
Nodhem Heroisphere fiom desfruaion 

despatch rider 

sloiO the orbing barid Pf Slreoc demons 
vvho lenity the populaftion of 1he tw 
cities 10 get the parcels through Plan 
yoiK moves io meke some money, but 
don't lake loo long - Itme is atwayE 
shoo. [ 34 Mn an rnEiain macho rating and 
tie a despatch fiO*f with th« siiw^jon 

FEUD 

To win at Feed you must ■pui-spatr 
yOut rival Wizard LeanariC. KiOke'S 
harbgardem you Will find the ingrediaitB 
for your spells but liead carafuly 'X 
strange thin^ can happen in ihis game 
' 1 C and n 


KIKSTART 

The phimatB aFt-fDad rrKXOrbike SCrarin- 
ble smiulaior. &uide your nder carefully 
over (he obstacles in this aJI ectipn 
atrrulalDr (rx 1 player against Ihe OOfn>- 
puier Or 2 players against eaon other as 
well as (he cSpck 

KNOCKOUT BOXING 

Challenge fCr ths Hoavywotpht Cham- 
ptoflship of The World by boking your 
way past nine progreesivaly more skilul 
opponents. You will need Speed and 
skill ID deliver stomach punches, poinis 
scoring head jabe nr deadly upper cuEb 
Y our must keep your guard Up or the 
nsteree will count you oul 

LOS ANGELES SWAT 

Nascue the hostages from the lenorist 
gangs hddirig out in West L A. Clean 
sEreels. Blow sttSiy (he badi duyS 
ar>d be a hero on network T.V.I- faiTand 
you won't be coming back 1 o waich K 
AJI action ic^ick bending dombal for 
those u^h ine olell lo survtvei 


d m^i 


mystery 


FOOTBALL MANAGER 

Feanures include Transfer Hark-ati lul 
League tables; injuriaS.; save game 
facility; pfomwion and relegation; FA 
Cup matches;, marugerial rating; 4 dkW- 
siom; as many seasons and pu like; 
pick your team itstsng seven swl levels. 

GHOSTBUSTERS 

Has anybody sobh a ghoel? Mafler Of 
fact yes rhey have! Al this iMty momani 
hundreds or ghosts are mahaig Iheir 
way to the infamms spook ceiHral. 

Only you can save the world from a 
disasEar of biblical ptoponians. 

X<^UN LAW 

Four months of bloody alien artacks 
have laXen thetr toll - all tn# surviving 
inhabXants have lied pncf arscn altai^ 
have beein made on your weapon 
stores You are left to light alone 
against ruthtes artd hloodthiiSly killers 
with just a single machine gun 

HENRY’S HOUSE 

Lnie Henry has shrunk He muSi navi- 
qai9 hs way Ihrough the royal hcuse- 
hold to fvKi (he cure Airoiding all the 
□bslacles ai his path. Irom ternblo 
toothbrushes, through ,p«s(ileruus pat¬ 
rols and chefs chasing chickemS, Id a 
final encduoler wnh the vvcdut varnpirel 


MILK RACE 

Cycling 1.000 loXas is no mean Fa^ - 
and you rsuld end Lip leetmg pretty 
eothaustod by (he lime youYe linisned 
paying ihts superb race sinkAation de- 
signed wj|h (hs MHk Race in irind 

MR DIO 

An dd lavourite n which Ur Dig has ta 
dig lor hidden tdOd Supphes A the 
'MeaiiB' ten4ory below grpund As he 
digs ha can eal dhemeS or CreSh IlM 
W«ani«s wXh eppfes Special treats 
^rn extra poinlE and a Magic Power 
Orb can kiP all the Meanies 


NINJA 

Blasts Ihe bah off all other martial arts 
aarinesJ That's ail i( says on tha nlayl 
^meona sure reckons this iS the bMl 
punching, kicking, ducking and diving 
game around 

ON CUE 

A challenging real life simublion which 
Dcmbines Pod and Snooker on the 
same cassette An abcokne must for 
b^h anhusiasts and beginners alike. If 
'/&J have ever wanled to be at the 
Crucible now's 'your chance 


INVASION 

MobihtB your units and prepare Ipr bal- 
tle. This all action space conflict te- 
quirsE skiH, strategy irnd taclas You 
must destroy the waalher oantrol Siaiion 
in Order to vm the battle but every 
move ycNi make tbs pnemy will caunter, 
ar>d if-iay're waring tor you to sif) up 


PANTHER 

Save the kasi humans on Xerion before 
Ihe alien hordes turn Ihem krtx] Sunday 
roast I Take yOur giburwl atladk Sh^ 
through this 3D scrolling mega shooi- 
ern-up with graat qraphtrs and unbe¬ 
lievable sdundlrai^ 


PEN60N 

Can you save Penguin wily Iram the 
ferccaouG muiam sea lions? Stun them 
by knocking (hem againsi (he walk or 
crush them to a horrlFying dealh with 
Siding £« blocks. High spend arcade 
action gacne, graat graph ks and music. 


PLASTRON 

T^e your piaoe in a small band of 
urates out lo sle«l lossif fuels Irom the 
bigge&l CHporaiion in tha galaxy. You 
must guide your shuitlo crati along the 
sudace of (he plajnet Plastron lo coHect 
as much 1ual as you can from Ihe 
heavily delendecf mine zones, and then 
rerKfervous with (he supply tank 

PROTECTOR 

Assignad lo Fort l^ucker, the UB Army 
l-lelicop(er Training School your sum is 
to become the best chcpper pikiE this 
side Of Ihe Iron curiarn. Vour rtvssion 
consists of a slrategic bailie of whs 
between yDursatt and either anothar 
pilch or a coftnpuler oonliolled RPV 

ROGUE 

You are the RO<3LIE. Your mission is to 
search the Dungeocs ol Doom for the 
Amulet of Yondor In tha dungeons you 
Hill imd many thetgs to ard the quest tor 
the Aieutet. Vog wSi also encounter 
learsoma mOrvcIers and fiandislt' IrapS 
that will chaMnge all your skilh 

REVENOE II 

The Mutated W foot high, laser spitting 
death camels FWLve rebelled agarhSl 
their captors the Zzyayians and are out 
Idt rwengel All adlion, highly g.raphiC:al 
shool-em-up tiom Jetl Minier 

ROCKFORD 

The only (ru* arcade version of Ihe 
das-aic gaire Qouldendash There are 
(out levels on each of five dhlerent 
WDrlds wioh lour screens on each level. 

It al adds up to eighty (CHal(y dflierent 
playing screens 

SIDEWINDER II 

It is. Z7 years since the final balde oF the 
war with the aliens 27 years Pi pieaCe 
have lelgned m the Wesisrn Spira^l Ann 
of the -Q^axy All this is about Ip 
charw. Step aboard your crafi and pfO’ 
pare to defend rnanlend in this all adikin 
space blast 

SPEED HAWK 

A smooch^ EDTPlirng arcade gajne VI 
Which you must deleno the nog worlds 
of ypur solar system From apace pi- 
rales. You alone can pilot the sn^le 
sealer fighter to undertake the task ol 
dasEiQying the muEaet guardian thal 
pr-mecu the fleet ol p« ate ships 

SPEED ZONE 

Enter the $peed;cne n a Frantic de- 
ISnce agairVSt. iwaraudiing aJieo tdrCdS. A 
survey ship sent into the area comes 
unifier atleok. Ae an aoemy vassal 
draws Closer your 'STAFlFlRE" class 
eKack. crslt is launched 


MORE 95p CASSETTES 
ON THE PAGE 36 
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DISKS ... DISKS 


PANZER GRENADIERS 

In ihis exdLng s<iliiaii^ iwai^ama you maka tha ded- 
SiOrts lOf' fl rogiitiofic o1 tte elite armOyired infamtiV 
atioched to the Panzer Grenadiers. Your farces also 
include modar, arlillery^ Panzer IV, Panther and Tiger 
Linds The Plussian enemy is directed by the oompLder 
vrhicii will fiercely challenge you wilh its owtt comple- 
menit ol mfanlry, tanks and anti-lank guns. Three levels 
of dilficulty, jcyslick oontrol, hi-ros. graphics 

OUR PRICE £5.00 

LANCELOT 

Level 9 lecreate the lime oi wizards and the Knighle ol 
ihe Round Tatrla in a three pan advenfture spanning the 
complete saga at lha quest for the Holy Grail. Superbly 
researched and superbly written this lext adventure is 
full e1 aimosphere and highfly recommended. 

OUR PRICE £5.00 

RAMPAGE 

It'S rough and tumble all the way as you control three 
incredibly nasty charters whicb bear e remerkabie 
resemblance 1o Kir»g: Kong, GodiiHa end Wpll-men 
through &ft orgy ol destnidion in Chicago. Mew Yorli 
and San Francisco. You have 150 days ol destruction in 
50 different cities. Time for some revertgel 

OUR PRICE £3.95 

THEE FACTOR 

The E factor represents the amount or ume the energy 
sources on The planets in Our galaxy will last. Many 
planets need emergency fuel capwtes delivered il iriey 
are lo survive. You must plot Ihe interplarretary course 
and guide your craft through the quadrants titled with 
obstacles such as space mines,, alien fighters and spin¬ 
ning asteroids. Can you compieie a miss^ betora 
another planet calls on your services^ 

OUR PRICE £3.00 

DRUID 

Another Classic m which, as Last ol the Great Druids, 
you wander through the Dungeons ol Acamanior with 
youf mighty Gotem by your side On a quest to desirrjy 
the lour demon princes. As you delve deeper into the 
dungeons you will find chests containing spells of for¬ 
midable power to aid you and Pentograms of Life which 
will heal and revitalise you. Excellent graphics and su¬ 
perb gameplay make Ihis one of Ihe arcade games. 

OUR PRICE £3.95 

GAlDVTLfir mEDEEPERDUNGEOm 

If you have the onoinal Gaunjiei d^sk thert you will 
know how good the game is and will want to extend 
play with the Owper Dungeons. Over 500 new 
dungeons are here lor you to explore This is ihe way 
to revive your interest in Gauntle! and play on for many 
more hours or deysl This is a data disk only and 
rec|uires the original Gauntlet disk. 

OUR PRICE £2.95 


NEW YORK CITY 

Welcome to The Big Apple. This hurried jungle ol steel, 
concrete and glass bnsties with lasdnaling sights and 
more ih^n its shgrd ol danger. From ihe placid greenery 
of Ceniral Park, there is no city ih the world like New 
Yofk, and boy are you about la find that out! As a 
visiting tourist you only have a limited time to see all the 
sights, but New York: City has a iriiie more excrtemont, a 
little more danger m store than a mere sightseeing trip to 
Ihe ZDol 

OUR PRICE £3.95 

BALLBLAZER 

The year is 3(397 and you are the contestant in lha most 
icompeiiftave and by tar Ihe most popular sport in the 
universe. Jump immediately into heed-io-hoad action 
a^nst a Irtend or hone your sKilts against a selection Ol 
Droids. Either way, you're in lor the malch ol the cen.^ 
turyl Excellent graphics and spilt screen action have 
made this one ol Ihe Atari classics. 

OUR PRICE £3.95 

JUNO FIRST 

A and furious space shocn 'am up iran$iaiad Irom 
Konami'S early arcade machine ol the same namo 
Dozens ol alien craft will attack from all sides and you 
must be quick to blast them away and earn your 
bonuses. If you leel that you are going to die then you 
can lake the last rason and warp away through a 
kaloidoscope or colour Similar to invaders, tlna fast 
shoot 'em up will appeal any arcade game lanatic. 

OUR PRICE £3.95 

JUGGLES RAINBOW 

A first Qompufer experience tor children aged 3 to 6 
that teaches the concepts of above, below, left and 
righi plus letter recognn ion allowmg children to enjoy 
teaming with ootoufs arid music and games they can 
create and play themselves 

OUR PRICE £2.95 

THE LIVING DAYLIGHTS 

Control James Bond through eight last and furious 
levels from Gibraltar to Aighanjstari end you win encoun¬ 
ter the SAS {Thendly), the KGB (not so Iriendly) and 
enemy helucoptars (very uniriendly!) You are up against 
Brad Whinaket, international arms dealer and megalo¬ 
maniac, Necrcs, his ruthless s^delucK and Koshkov, the 
double dealing KGB General. You may tall in love with 
the beautiful Czech cetlist Kara, but can you trust her'^ 

OUR PRICE £2.95 

NIBBLER 

Slinking through an unknown land Nibbier finds hrmsatf 
in an iridescent world ol constant change. Ae lime grows 
short his body grows longer and he risl^ running mto 
himseir, Can he survive? 

OUR PRICE £1.00 
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ROM CARTRIDGES 


All brand new In original boxes, mostly shrink wrapped 

ONE ON ONE FIGHT NIGHT 


Play basketball' wUh two of America's top players in this 
great sports simulation' which features realistic oftensive 
and defensive moves, latigLfO EadOrs, hoi streaks, a shot 
dock, even instant replay and a shattenng backboard! 
Like the giame ol basketball itself, One-on-One rewards 
you lor playirig with your head as weH as your hands. 
Master the joystick moves, sharpen your liming and 
hone your reflexes. Jump! Shoolt Score! 

OUR PRICE £6.00 
US FOOTBALL 

American FocnbaB m a big craze m this oouniry and you 
can now pl^y at home Outsmart the defence, pass with 
amazing accuracy, run with spwed and agiiny. make 
tackles, select offensive and defensive pl^s and more. 
You can take on the computer in a practice game or 
diflange a Inand to a dramatic video bowl game of 
your 'Own in a packed stadium An the ihnils of the 
giridiron 

OUR PRICE £6.00 
SUPER BREAKOUT 

BreekduT was the original simpla yet totally addidive 
game and t he enhanced version will provide even mgie 
aiddictiva lun Needs paddles 

OUR PRICE £3.95 


There are very few 
l?OAf cartridges left 
itow for the Atari - 
complete your collec- 
tiou while you can 


Rghi Night things you all the thrills of the boxing ring as 
you lace five of the tnost brutal lighte'rs ever. Its five 
separate 'battles are total wa; with relentless action. The 
Boxing Constructor Set aiibwis you and your opponerit to 
create your own perfed h-oxers, seteciing stamina, inteH 
tect and style. Trai n, spar and step into the ring to pit 
your perfect boxer against the oompLfler or another 
opponent. 

OUR PRICE £6.00 
POLE POSITION 

Everyone hse heard of Pole Position, the racing game 
that inspirecl almost every racing ^me since, h may be 
Ihe original and some other gamos may have added 
tBatures but Pete Position strii reruns its oheHenge after 
many years One of ihpss games that has exactly The 
right bklftnto Ol game play and graphics to make it a 
[classic that will last forever. If it is not in your colicctmn. 
mak» amends now! 

OUR PRICE £5.00 
HARDBAIE 

AH the thrills of American baseball cer be yours on a 
summer aNernccm in the ballpark. Sit behind home 
plate, along the left Held line, down Ihe right Field line or 
join the rrtanaget In the dugout. Lock over the pitcher's 
shoukter as he throws the next ball. You conlrol all Ihe 
action of the batsmen, jsddws and fielders as you Iry 
and battle your way to the top of The league. Ari exciting 
game idr one or fwo players 

OUR PRICE £6.00 
BASIC CARTRIDGE 

Some programs, especially some aarty public domain 
programs won't run on Ihe XLrXE but they will if you 
plug in the old version of Basic. 

OUR PRICE £2.95 


DISKS 


SIUCON DREAMS 

Taking thOrole ol Kim KUmberisy you are a leading 
partidpantin the 'Colonisaiian ol Eden, a planet 
prepared for human habitation by an arfvance guard 
of intelligent robot's who baitle with the native and 
highly aggressive fauna, Jn ihis highly structured 
and realistic environment you must move your mind 
into the twenty- third century. Silicon Oreams is throe 
excellent graphics adventures * SNOWBALL. HE* 
TURN TO EDEN and THE WORM IN PARADISE 
from the maste/s, Level 9 

OUR PRICE £5.00 


ZORKl 

The infocom dassic and the adveniure game that 
changed the way aJI- hJtufe advenlufes were written. 
The Great Underground Empire ol Zorkis well docu¬ 
mented by now and thousafids of players have 
become addicts graduating to Infobsm's more diffi¬ 
cult adventures. Zerk I is the ideal introductory level 
ad'venture for beginners or those with a little experi¬ 
ence. ff you have ne'ver ventured underground be¬ 
fore now is lha time to try, it's never been cheaper 
to expand your universal Classic original Infocom 
t^ackaging with excellant manual and a map. 

OUR PRICE £2.95 
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CASSETTES 


m 00 


SILICON DREAMS 

Taking the rale ol Kim Kimberley 
yoLi are a leading partictperd In the 
colomsatlani of Eden, a planal pre^ 
par^l for human habitaiion by an 
advenoe guard ol intelligent robots 
wno battle with ths native and highly 
aggrewive iauna in this highly 
stractuned and realistic enwonment 
you must mt^ve your mind inlo the 
twenty-third canlury. Silicon Dr^Jins 
i£ three exceueni graphice adt«n- 
tures * SNOWBALL. RETURN TO 
EDEN and THE WORM IN PARA¬ 
DISE Irom the masters, Level 9 

OUR PRICE £5.00 

DECISION m THE 
DESERT 

Take oommand at the Baitte of El 
Alamein. you can lead either side in 
this accuraio simulation Irom the 
creators ol F>1S Sliike Eagle 

OUR PRICE £5.00 

LANCELOT 

Level 9 lacreate the time ol wizards 
and the Knights ol iha Round Table 
in a three pan adventure spanning 
ttie complete saga el the quest tor 
the Holy Grail Superbly researched 
and superbly wniten ihis levt ad^n- 
ture is lull ol almcsphere and highly 
reffimmerMled 

OUR PRICE £5.00 

BATTAUON 

COMMANDER 

An exciting real-iiirie laotical game 
with you as lieLHenand oolonel in 
charge ol an eniira armoured baitta^ 
lion. Choose trom five different soe^ 
nanos from a training mission 
against a Soviet tank ballalion lo 
tough assignments agairstthe 
Chinese You cen adjust Ihe relative 
strengths of your forces and the 
opposition and choose from <0 ditfe- 
rent maps and $ dltterent scenarios. 

OUR PRICE £2.95 


MORE 95 p CASSE^TTES 


STAR RAIDERS 

Qatlla against the the Zylon arnpire n 
your star ship in what is probably the 
most famcuE compular game ever THIe 
full vef^iiyi the classic game a now 
available on oassetie complene wvlti lull 
inatrirclions Can you alloid to be wdh- 
CUt the program Ehal people bought an 
Alari for? 


TAIL OF SETA LYRAE 

Our A-Z ol Alari Software »riw says 
‘The ultirrde Scrairiile' done With SU- 
peib graphiics and music' A great hon- 
ICinl^ scrollar 


TWILIGHT WORLD 

Emer Ihe TwHighf World Equppad with 
The latest in ami-gravity pods end Laser 
weaponry., battle your through aadi 
of Ihe eieven durigeons oefeating their 
fiendishly dwiovs inhabtants along the 
way. A game Irom Atan themselussf 

UNIVERSAL HERO 

Only seconds lefi Co save Ihe 

planetl Universal Hero has to save his 
skin and everybody etees by linding 
bhs to repar a shuttle Ee get 10 a plarVOt 
to pick up the spares to mand a space 
freightsr which is out ul comrol arid 
about to bHow him and his chances ol 
getlvig back to earth to atoms 


CROSSFIRE 

You are alone in a deserted city sur¬ 
rounded by Biens who shoOl lasers 
from every direction. YooH have to 
conceniraie on Where the shots are 
coming from otherwise you'll be caught 
in Ihe CROSSFIRE. One dl those Tairty 
pimple yel highly addiolive games. 

OUR PRICE £2.95 


COLOSSUS CHESS 4 

Claims lo bo the basi ohesa prog¬ 
ram of all The wntora of Sargon ill 
would disagree, bul there is no 
doubt this is a fine chess sirrHilaiwn 
particularly lor advanced players 

OUR PRICE £2.95 


ST SOFTWARE 


MUGSHOT 

Have some ftWi with ydUf STitttf- 
mg Jbis or hrfarfOEiS 'fflUgsAotJ' tc 
Bntwtain yurw end ffitmit 

-k Ej/tremoty easy to um 
-k Fuil documentalion 
■k $<evefat Print optianm 
k C!r«*t th* kia*f 
* CofoLir ot ticno 

Treat the kids to a hirt 
program that wifi keep 
them quiet for hours. 

JTou diKn[abk^franFA(£ € at thr 
iOff PT« q/jitist 

DOHlMtS$ QlSTf 



Help your cNUren with hair knowfadge Cl the 
ntrkl or eiiiaid yrxjr cwi univaisa 

OECH^RAPHY TUTOR presents 
maps and slatislioal dat^^^as of all 
□I the countries dI the world 

■k CsriOisr ot M0tiO 
■k FuHy kccotat* mfp* 
k Chock populatian 
■k Diocover bbcIi mOntiy't iil* 
k Hear Nalional Anihemi 
k. Quii opthn* - itfotitOy cwn- 
trrea, capfreiie md nwt 
k Compere rroowCriae to firnf 
which are Muafiilt Ot hlfftity 
populBted etc. 

Thia eidoeNenJ 

proymrrt tt fiAii ^naUablkJrom 
PAGE 6 Ot ih* LOW, pricm oj 
Just I3.9S - order yau.r copy ffOWf 


ORDEH ITEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORM 
ENCLOSED WITH THIS ISSUE OR WRITE TO 
PAGES, P.O. BOX54. STAFFORD, ST16 TOR 
TELEPHONE ORDERS 4CCEPTED ON 01785 213928 USING ACCESS OR VISA 
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^ACCD^ 

MUSIO 




with John S Davison 

SHARING 
MIDI DATA 

I have Jost count of the number of music 
related programs published for the ST 
over the years, and I've written about 
many of them in these pages. The total Is 
probably Into three figures by now. But 
there's one thing about many of them I've 
found extremely annoying - they use their 
own proprietary file formats for storing MIDI 
data. This mean.'! that the incredibly wonder¬ 
ful songs you compose with your Stoneberk 
sequencer and store on disk can't be read by 
your friend's Sc^allab sequencer and vicc- 
versa. so you can't easily swap files to show 
olTyour work to each other. 

That may have been the situation a few 
years back, but in fact there's now a lalrly 
simple solution to the problem. The answer is 
to have a common file format that any se¬ 
quencer can use - a-s long a-s the music prog¬ 
ram authors choose to implement it, that is 
[and most now do). It's usually included as an 
extra file format - sequencers still tend to use 
their own native format for norma! use for 
perfbrmanoe reasons, but If ftJe interchange 
with another prugram la required then the 
data can be saved out using a standard for- 
iTiat. Tlie idea isn’t new as there are parallels 
In other areas of computer applications. For 
Instance engineering drawing programs have 
standard flics for interchanging tcehnlcaJ de¬ 
sign data between dlficrunt applications, and 


Rich Text Format has been available for some 
time now to move data between different word 
processing program-s, 

STANDARD MIDI FILES 

MIDI's answer is the Standard MIDI File for¬ 
mat Perversely, there are three standard for¬ 
ma is. not one. Tlitcy’ie called, with stunning 
originality. Format 0, format 1, and Format 5 
and arc Intended for use In different circums¬ 
tances, depending on what you're tjylng to 
achieve. However, not many music programs 
support all diree types. Format 0 and Format 
1 are found on most top flight productsH while 
lower cost software often supports only For¬ 
mat 0, 

format 0 Is the simplest in function. It con¬ 
siders everything to be a single track, so any¬ 
thing written out in Format 0 ends up with all 
tracks merged together into one track. MIDI 
channel identity is preserved, so the music 
will still play as It did originally, however 
when you read it into another program you 11 
find therc*s only one track. High spec se¬ 
quencers such as E-magJc’s Notator usually 
have a "split" function which separates out 
the events for each channel and places them 
on Lheirown tracks again should you require 
this. Howcv'cr, if your original sequence used 
multiple tracks sharing a common MIDI 
channel then splitting wouldn’t work as there 
would be no distinguishing fealnrc to identiiy 
which piece of data originally came from 
where. 

Format 1 gets <?ver the limitation of shared 
channels by implementing multiple track 
support. Using Format ) if you write out a ten 
track sequence then read It Into another prog¬ 
ram which has Formal 1 support you’ll find 
you still have ten tracks of MIDI data^ This 
means you don’t have to mess around with 
the splitting operation , nor can you "acclde- 
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ntally'* destroy a track's independent Identity. 

Pormat 2 is quite rare. aJlowlngyou to save 
single independent tracks from within a muLtl 
track sequence and read them back in to 
another appropriately equipped music appli¬ 
cation. If you really want this facility you can 
usually achieve a similar function via the 
other formats in conjunction with judicious 
use of the sequencer's cdltiTig facllltieSr 

Before you ask - the reason why Standard 
MIDI Files haven't completely replaced the 
proprietary formats is because of perfonn- 
ar^ce. ECach manufacturer uses his own 
favourite methods of compressing and storing 
data so it takes up a minimum of disk storage 
space and can be read and written quickly. 
The Inevitable compromises necessary In de¬ 
signing a standard format lead to much big¬ 
ger files and slower file operations. The prop¬ 
rietary formats are used for ''internal'' file 
storage, i.c. for data which is destined to be 
read and written only by the same program. 
Standard MIDI Files are produced when an 
’'extcmal'^ file is needed, l.e. when a file is to 
be '’exported" to a different program. That 
program then ''imports'’ the file and converts 
it Ur its own proprietary format for further 
internal use. 

Unfortunately, although described as a 
"standard", there are difTcrcnccs in impleme¬ 
ntation of Standard MIDI Flics between diffe¬ 
rent application software packages. So be¬ 
ware - a given combination of hardware and 
software may not work exactly as you expect. 

CROSS PUTFORM 
DATA SHARING 

A few years ago the Atari ST reigned sup¬ 
reme as 'THE computer foir creative music 
applications. Thanks to Atari's indifference 
and marketing failures the JBM PC and Apple 
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Macintosh are now probably more popular 
music making platforms. Atari's use of the 
IBM format (more of Jess) for tfie S^l’s floppy 
disks means that It's now very easy to trans¬ 
fer MIDI files back and forth between ST, F’C, 
and Macintosh systems. 

The PC can read ST disks, SO can therefore 
read Standard MIDI Files without too much 
trouble. Similarly, the ST can read Standard 
MIDI Files produced on a PC. The Mac uses 
Its own floppy disk format, but does have a 
PC compaiiblKly function allowing it to cope 
with PC disks too. This means the Mac can 
also read ST Standard MIDi Files, This I 5 
great if you regularly use sevemi dilTerent 
lypes of computer system (as I do), giving you 
great flexibility in where you work. But what if 
you want to transfer MIDI data to some other 
platform which can't read IBM format disks or 
can’t handle Standard MIDI Files? Well, life 
suddenly becomes a little more complicated. 
You may have an old hardware sequencer on 
which you’ve prepared some music and 
stored on Its built-in floppy disk drive, and 
now you need to transfer It to someone else's 
ST or PC so they c^in do some more work on 
It. This sort of collalx>ratlve working Is rc- 
qviired all the time in the mu.sic making busi¬ 
ness. TTie trouble Is, your old sequencer saves 
its data using a completely non-standard disk 
format which can be read only by other se- ' 
qucnccrs from ihc same manufacturer. A 
similar problem occurs if you have MIDI files 
on your beloved old Atari Classic, createsd 
perhaps with MIDI Master, and now want to 
move them onto another platform. 

Usually the only common factor between the 
platforms is that they both use MIDI, The 
common Jink between them is Llierefore the 
MIDI interface, so the solution Involves con¬ 
necting them together wtth MIDI cables. Now, 
if you play back the sequence on your old 
sequencer the MIDI data will be transmitted 
down the cable to the ST, which will see it as 
any other incoming stream of MIDI data. The 
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solution then. Is to use anotlier sequencer 
program on the ST and record the Incoming 
MIDI data stream. Tt sounds simple, but as 
with most things there arc snags. 


FIXING THE PROBLEMS 

First, there's a question of timing. It's possi¬ 
ble to make the transfer In the way Just de¬ 
scribed and the MIDI data would play back 
OK from the ST, but if you wanted to view the 
data for editing purposes you'd have prob¬ 
lems. This is because you couldn't guarantee 
starting both sequencers up at exactly the 
same time, SO beat 1 of bar 1 on the sending 
sequencer might occur slightly before beat L 
bar 1 of the receiving system. The result 
viewed on a graphical score editing program 
such as Notator Is horrible, with odd fractions 
of notes Ucd across beats and bar lines. You 
could perhaps use the ST sequencer's quan¬ 
tising facilities to drag the notes back into 
time, but this is messy and may have other 
side elTccts you don't wan t. 

The answer lies in the use of MIDI synchron¬ 
isation - as discussed a couple of issues bac k. 
If you arrange for the sending sequencer to 
act as the master, transmitting MIDI clock 
messages with its data, and ,set the ST se¬ 
quencer up as a slave so it locks onto them, 
then the two systems will run in precise syn¬ 
chronisation and beat 1 of bar 1 wtU occur at 
exactly the same time on both. When you 
view the results of the transfer with a scone 
editor it now looks fine from a liming point of 
view, but you'll probably find you've hit the 
second snag. 

Actually, WeVe already discusEicd this 
second problem. You may discover that all the 
data is stored as one track. In practice, you've 
actually used the equivalent of a Standard 
midi Flic Format 0 to transfer Gie data so 
have the same problem to solve tf you need 


the data separated out into its original tracks. 
Just use the ST seq[uenceFs split function - tf 
It's got one. Some ST sequencers are able to 
do the separation "on the fly". They can look 
at the channel information as the data is 
received and route the MIDI events straight to 
their appropriate tracks -just like a Standard 
MIDI File Format 1 transfer. This ts the per¬ 
fect solution if your software supports It, 
Unfortunately there arc a host of other little 
snags that can crop up when transferring 
data in this way. and we don’t have space to 
discuss them here. However, it Is a viable 
practical method and I've actually used it in 
anger on several occasions - but Standard 
MIDI Flics are usually much less hassle if you 
can use them. 


THE FINAL SEQUENCE 

Well, that's about it as far as our detailed 
exploration of MIDI goes. Wc'vc covered a lot 
of ground since this series of articles began 
about a year ago, and I hope you've found it 
interesting and useful. I'm still fascinated by 
the ’whole concept of MIDI and believe tfs one 
of the best thing that’s happened to the music 
world tn the last 20 years. It's also about the 
only application area that caused the Atari ST 
to be taken seriously by the world at large, as 
most professional music production studios 
have had at least one ST system in their 
Inventory at some time. Without MIDI the ST 
would have been Just another 'home compu¬ 
ter". More Importantly, through MIDI creative 
music making facilities have expanded! 
beyond recognition, and it's brought a host of 
new music application tools to both amateur 
and professional muslctana. It has also been 
responsible for Lhc production, and perpetra¬ 
tion onto an innocent public, of some truly 
awful music ... but that's another topic entire¬ 
ly! # 
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THE WORLD 
OF BUDGIE 

Budgie UK were t}^w first 
company to tise E^ie 'License- 
ware' concept They offered 
their software disks at fixed 
prices of £2 75 - £3.95 which 
allowed themSfilies, tJw au¬ 
thor and the PD [ibrary a slCce 
of the cake. Most importantlyy 
payment tx> the authors i™?ant 
a constant flow of low-cast 
gua/ify software for the end 
user. 

Sadly, in late 1994 Budgie 
UK decided to stop sipporting 
the jAtnd ST. However, they 
did at least release oil their 
disks into the puWic domain 
ujhich ossiLfts continued 
availability cf their current 
ranpe cf titles. J£ otso means 
that all Budpie diA-fcs fire noLu 
the some price os normaf PD 
disks, 

PD Roundup thLs time offers 
you a glimpse tnto the mortd 
of Budgie. 

by 

Stuart 

Murray 


BINGO! 


FRO BINGO 
CALLER is a 

profcssicmal 
Bingo system 
for your ST, Jt 
brings the 
game of Bingo 
directly to 
your home or 
social group. 

After an ImpTussivc title plc- 
tu re you are presented with 
the main screen and asked 
"Do you want to print any 
Bingo Card books?". By fol- 
lf?wing a number of prompts 
you can use Pro Bingo Caller 
to print out your own game 
books - very handy if you arc 
planning a game of Bingo for 
charity- Batch codes are 
given to each book allowing 
you to cheek that a winner Is 
using the correct book for a 
particular session. 

The main screen is well de¬ 
signed and contains all the 
necessary Information for 
Bingo caJllng. Tlie numbers 
(01*90] are displayed at the 
top. When called they are 
bordered so that claims may 
be checked. 

At the left-hand side of the 
screen there are three boxes 
displaying the amount of 
6's New Atari User 


^'numbers called", "call num¬ 
ber showing", and "last num¬ 
ber called". Over on the right 
arc another ihrese boxes. 
"Playing for'" C£in be one line, 
two lines or full house. This 
serv-es as a reminder to the 
caller of w^iat Is being played 
for. Hie "batch code" box dis¬ 
plays the 4-digit security 
code for the session. To 
check which game is In prog¬ 
ress. refer to the "playing 
game" box (c.g. "1 of 4"}, 

The large window at the cen¬ 
tre of tJte screen displays the 
call number showing. At die 
beginning of each game, a 
large "EYES DOWM" is dis¬ 
played. You then use the 
Spacebar to call numbers. 

Pro Bingo Caller is an ellec- 
tive, easy-to-use program. It 
comes complete with a prin¬ 
ted manual. 


BG 


LET’S GET 
DIZZY! 

Budgie UK have also re* 
leased quality cducatioiial 
software, FUN TIME is a 
collection of eight educational 
games covering a variety of 
topics. Tills disk is aimed at 
children aged 5-B, The cen¬ 
tral character of Fun Time is 
a chap called Dizzy who 
sports a blue head and red 
nose] 

The games are split into two 
groups of four. The first 
group consists of Shape Fun, 
Keyboard Fun. Clock Fun 
and Picture Fun. 

Shape Fttn is a simp le con - 
centra lion g^imc in which you 
must match pairs of coloured 
shapes hidden behind closed 
door.s. To open a door you 
must click on it with tlie 
mouse. There are tliree diffi¬ 
culty levels which range from 
three to seven pairs of 
shapes. 

Within Keyboard Fun there 
are four games. You begin 
with the Capitol Letters 
Game. A screen appears dis¬ 
playing a sneike, tree, wall 
and keyboard. After a letter 
scrolls smoothly along the 
Wall you must enter it on 
your computer's keyboard. 
The object of the game is to 
help the snake climb the tree 
by correctly entering each 
letter. 

Next up is the Lowercase 
Letters Game which plays in 
Same manner. Tlie Para¬ 
chute Game 3s a race against 



time. As a letter 
fEilla from the sky 
you must enter it 
on your compu¬ 
ter’s keyboard be¬ 
fore it hits the 
ground. The rate 
of descentIn- 
crea E5CS aftc r a 
while and becom¬ 
es vciy fstst. The 
final game within 
Keyboard Fun is 
called The Word 
Game. A five letter 
word Is displayed 
on the screen. 

You must enter 
this word correct¬ 
ly to progress. 

Capital and lower¬ 
case letters are 
mixed within each 
word, e.g. 

"WHICH", If a 
wrong letter is en¬ 
tered, a magnet 
carries it off and 
replaces It with 
the correct letter. 

Fun Time also 
teaches children 
how to tell the 
time. In Clock Fim. a large 
clock face displays a time 
and the child must use the 
mouse to enter this time from 
a grid of numbers. A 24-hour 
clock lesson is also Included. 
Hie final game In the first 
part of Fun Hmc is called 
Picture Fun. It Is a wonJ/ 
picture idcnLiricatlon game. 
The screen displays an object 
within a picture frame. There 
is a ladder on either side of 
the frame. Dizzy is on the 
bottom rung of the left lad- 


den On the opposite ladder Is 
The Meanie! You must help 
Dlz^ to reach tlie top of his 
ladder by successfully iden¬ 
tifying the object in the pic¬ 
ture frame from a selection of 
five words. 

The other four games on the 
Fun Time disk arc Money 
Pun 1 ft 2. Seasoui and 
Mouse Fun, Th^ cover the 
use of coins, the seasons of 
the year and the ST mouse. 
Seasons Fun is particularly 
impressive. 
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Fun Time Is a disk packed 
with fun educatlonaJ soft¬ 
ware, The eight games are 
veiy user-friend^ and the 
hands-on approach to each 
will hold the interest of the 
child. The presentation is coh 
ourful and humorous. Good 
value for nmncyl 
The Page 6 ST Library cata¬ 
logue mentions that there arc 
a few bugs In Fun Time 
which cause the game to 
hang up, 1 spent quite some 
Linic examining the eiglit 
games in detail and experi* 
cnccd no such problem. 

Apart fjom the odd Icon sha¬ 
dow and an annoyingly Jerky 
mouse pointer in a part of 
Mouse FUn, my copy of Fun 
Time played just fine, 

BUDGIE 
DISK MAGS 

Maggie is a disk magazine 
by The Lost Boys demo crew. 
Each issue Is heavily inllu- 
enced by their love of prog¬ 
ramming demos. 

MAGGIE 7*0 begins with 
two intro demos featuring " 
sctolllng messages, music, 
starfields. etc. The first demo 
is not bad. The second isn't 
up to much. There arc 
dozens of articles on the disk 
covering a Wide variety of 
topics. There Is an editorial, a 
show review plus lots of 
cheats, reviews [Including 
Gods, Navy Seals and Team 
Suzuki), interviews, pnogram- 
mlng tips, jokes, etc. There Is 
also a PD section with re- 
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views of The Decade Demo, 
Dark Side of the Spoon, The 
Yo Demo and Tomorrows 
Worid. A drop-down menu 
fomial is used to select an 
article. You can also alter the 
background music, print 
text, etc. The bonus demo on 
Maggie 7,0 is Hie Flying 
Brains which features spin¬ 
ning brains in a 3D starfield. 
The function keys select the 
presets and you can change 
the music with the 0-9 keys, 

A reasonable effort. Also on 
the disk are some utilities in¬ 
cluding a couple of virus 
killers, 

Maggie 7,0 is nothing spe¬ 
cial. A few of the articles are 
interesting but most are the 
usual demo-obsessed offer¬ 
ings. The demos on the disk 
are of average quality. The 
virus killers may prove useful 
to those without LAfK. The 
editor of Maggie 7.0 describes 
it as "left overs'' from pre¬ 
vious issues. [ tend to agree 
with him. 

Budgie UK also brought US 
The lagers - a disk maga¬ 
zine by another demo crew 
known as The Untouchables. 
The Ledgers is ^ery similar to 
Maggie. 

THE LEDGERS VOL.S fea¬ 
tures a huge text section. 

You select the lype of article 
by playing a platform game in 
which you control a warrior 


character with your Joystick 
or keyboard. The graphics 
arc of commercial quality^ By 
standing in front of a door 
and pressing your Joystick 
button lor hitting the Space¬ 
bar) you enter part of the text 
section. These parts include 
features, usuals. cheats. 
Jokes, reviews, serious stuff, 
gallery, news, interviews, etc. 
There are reviews of Midwin¬ 
ter 11 and Stereo Master, The 
cheats section features Ijotus 
2, Turrican, Lemmings and 
Rail Road Tyctxju. There are 
also short stories, poems, 
pictures, etc. The software on 
the disk includes a GIF Image 
displayer (mono). The C 
Scries. Disk Toolbox V2,03 
and some Kick Off goals. 

There seems to be more on 
The Ledgers Vnl.fi than on 
Maggie 7,0, There are many 
articles of interest, although 
some of the jokes arc tcrrlblel 
This disk mag is again heavi¬ 
ly influenced by demos but 
it's certainly worth a rea<i. 


GAMES ‘R’ US 

Of course. Rudgic were best 
know^i for their high quality 
games. Next dme in ST PD 
Roundup ITl take a look at 
some truly great titles. Bud¬ 
gie all the wayf 


ROUNDUP RATINGS 

STl 008 PRO BUVCO CALLEH 78% 

Sr307Fin7TrME 86% 

SPECIAL, MAGGIE 7.0 59% 

ST641 THE LEDGERS VOL.8 64% 
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XE S'^STEMrAtan 130XE, Atari 600. Z * 
10S0 d^kdrivss. lOlO dassatle. De R 0 
Atari. PrografliTiflrs Ral^f^nca. manuafe. 
varimA software, books, magiazin&a-, dit- 
tottas aod disk boxes £100 O.v.n.o \no 

ipJhs). Teisphond 090J S0S6B0 

XL SYSTEM: 0COXL, 1010. 10 ganss on 
laps, kghl-guh (no ROM). 3 jovs- 

lick. aiJ yntjojcdd bu1 with all maduafe and 
cablBB exospS XL io Sort C50; $OOXL, 
1050 iwdli wrile-prcjlacl switch), 30 
gannes. an disH. touch tabtet (wilft RON), 
ail nnanuals ana cables excBpi XL to 
Scart. £i00 PSP inclustva Wnie lo 
ChriSlia.n 'Red D«4elis, 3^1 Rue Lean 
eiurrv, 62232 AJinezin. PfanC8 

GAMES; ROMs' Flight SirulaJiOf 2 (With 
French pnanual), £20; GadO (and manuafj, 
Cl 5. Ons-on-One ^■dompl8^0>. CS; Peanut 
(lor young], CS TAIPES: Oflie s fflitiae, 
ShamjS. Vegas Jachpot. Spalfcourid, Cl 
each; Chimera, Road Ra*8, C 2 MrCb, 
Zorro, Sp^ Hyntsr, Up 'n' Down lAd Tap" 
per, Ca eadh. Wfiie to Chrtslian 'Rad' 
Delelis. 321 fiuft Leon &lum. 6^32 
Annezin. France 

HARDWARE; 1020 (no box. needs, new 
pans). £30; lOlO (be new in box}. £15, 
bad light-gun (or spare, £& 'Write Id 
Chrlsllan 'Red' Delelis, 321 Rue Leon 
Blum. C2232 Annezit), France 

CMSXS AHO BOX; Tand/ 50 thsif. lock.’ 
able disi! (iie m original sealed wrap- 
ding. £5. 30 Tandy Unnrersal cendied dls- 
keUes. new and original wrapping, £B 50 
■nc postage Sian Shearing, l7Faidield 
Road. Southall. Middx U&l 2\X> Tel 
01 ei 574 4S74 

HARQWARE/SOFTWARE; S5XE with 
XC12, powerpaok. 1 Atan loystick and 
lead to TV, £36 mt. p&p; 256k flOOXi^ 
great working order, liardly used, £55 me. 
pip; Small £600 conseto (TV lead only), 
me p&p. SPECIAL - fiarnyard Blasi * 
Atari li^gun (GWO), £12 irre pip. 
Software list (many tmtas nn cassel- 
Ift'disk-'FIOM). Tel. Brighton (Q1£73 
663630 

XL SYSTEM; 600XL. 1050 drive balh 
boned, bfand new. £75; 1(329 priniei 
good condnicin, £40; several cas&etie 
£5, casiacte collection approi. flO 
mint condition, £40, All plus E*p. Harry. 
X Framfied (Ftnad, London. N5 lUU Tel 
cil&t flOl 2969 Bvanings 

CAMES: 30+ casseitB games all Cngm- 
aJs. CS5, IQ disA games, £2o me. posi- 
age Phone Jason on 0778 42&4Q9 


ST STUFF; Freekeys for ST, £10 * p4p; 
Upgrade for >6 meg STE, FREE -i- 50p pfip, 
Over l(XJ CKMced ST games from £1; ewer 
:3C0 XLrXE dtsKs and tapes Irom 25p. Will 
consider any swap I fnay bsve the hem 
you wsnl, send tor list. Stove, Flat 3, i3 
The Sleyna. Bognor. Tel. 037S334SS0 

VAFI10US; ICIM dek drive, CM; I0l9 
raaorder, £5; all PSU leads, etc mckided 
Magazines - Atari User Vols V 2, 3 
eompleie, Vol 4 Nos 1’7. NAU 36’ 44 
int. 50p a copy pfc»s pap. PAGE 6 Nos 
16, 17, 20, 21,22, 2A - 37 lOC., 50p each 
plus p^p: 6D0XL Dusl cavers, nB/v. £1.75 
(only 3); Disks - Zodt 1 and II. boxed. £5 
Inc. pSp; Books - Dofnpuiel's Second 
Book ol Ala/i. Vge, £5; SAMS Program¬ 
mers Refersnoe Guide lor llte 400/600, 

C$, Atari Sound and Graphics, £5; Conv- 
putsl's Machine Language For Beginners. 
Vgc. £5. All txioks pkiS £1.30 p&p. Phone 
Kent 01634 .375128 


WANTED 


SOFTWARE;Lunar Lajidw(AI), 

FalhoriE 40 LtjeC Toirtt. Maze EncOun- 
ler, Nevarending Story. TumblebugB 
(Datasolt). Rkxtcheil. Summer Games 2. 
Winter Games (Epyi), Romox carta. 
Squiah 'emi. Worm War 1 (Sirius), Ghost¬ 
ly Manor. Jet (Sublogio). D^e Racer 
(Synapse). Originals only please. Peepab 
■1 Europe and the US also wanted. 

Please write 10 B. Mouchmmo, 1 Rue 
Lyauloy, 92340 Bourg-La-Reine, France 

ADDRESS: Where otwld J find 'the lyrjcl of 
scanner to rum with a printer? Alw does 
ahycfie have a Vome Master lo sell'’ M 
'yprr have it or can help me. goodi Wrhe 
to Christian 'Red' Delei^., 3^l Rue Lean 
6Jum, 62232 Annezm', France 

BASIC CART; Has anybody a ^are Re¬ 
vision C CaPridge lor sale'^ Ptoase tele¬ 
phone Dennis on 01722 744162 or iMrita - 
15. Si. Martins Close. Baiiord Si. Martin. 
Salsbury SP3 4AX 

OAME$; Winter Ot'ympiad 66, Bop n' 
Wrostis Beach Head II. Qwest For MaF 
lese Falcon Also any PAGE 5 h-sves 1 
Ip 1 5 only. Phone Jestoe on 0778 4£64Q9 


MAC 65rASSEMBLERi Wanted MAC 65 
carlridge or Atari Assefft^ier cartridge'. 
Your price paid, my old one kap^. Atea 
manuaJrl I am lucky. M. Tomlin, 26 Ma< 
lyons, Feirrmries, BasjIdDn. EsseiC BS13 
IPJ Tel 026$ 

GAMES WAMIED: For the XL'XE - The 
Eidoton, Auloduel; For the ST - The 
Pawn, Guild of Thieves Wm swap or 
even give you money! Sieve. Flat 3. lO 
TheSteyne, Bognor. Tol 0376334580 

SOFTWARE; Wanted tor Ihe XL • Page 
Designref , Rubber siamp, Typesetter (my 
copy has been darnaged). Superscript, 
Viciagrgph Plot Window, ^int Shop, The 
Mews Room, Pajrtt-bbard, The htonw 
Acoountant, Book Keeper Kit, touch lab¬ 
ial, traldsall. light-pen, R-Time, SpartB- 
Oc* X Or any other add on. Pleasa wrHa 
ID K. smflh. ao B^ihe Sireet. WoniD«il. 
BarnEtey, S. YOrAt S73 SUF 


PENPALS 


COMING BACKI Allar a VERY tong 
delay I would now like Id le-esiablish 
mntact whh my much valued Atari S-bri 
friends aul there. Lei me know where yOu 
are so I may conlad you. Johrt Stecyk, 2 
Wugga Crsurl. Ashwood. Victoria 3147, 
Australia 

CONTACTS: Atari Classc programruer 
with he oum programs, lor distribution 
seeks oontad with other Alan 8-bit users, 
tor details, please write to Ur. iohn Fos- 
ketl, 26 Auckland! Road, Kingstan-upan- 
ThsuTrts, Surrey, Kt 3SG (England) 

CONTACTS: Contact wanted with ariy 
6-bil user around the world Id swaf] hms, 
tps, anything Atari 6-di1 Please wme to 
M. Tomlin,26 Mafyons, Felmgre?, Basil¬ 
don, Essex S313 1PJ. tel 0268 554991 

PEN PALS; To keep m louch with other 
users to exchange ideas, programming 
etc I have an interest in prograrmnng, 
inteiTacmg rry own extras, An pacA^^es, 
DTP. Please wr4e to K Smith. SO Blythe 
Strea, Wormbeii, Barnsley. S. Yoriis S73 
BJF 


FREE TO SUBSCRIBERS 

The COJVTACT column Js free of c;hAi]gc to subscribers who wfsh 
lo sfrlj ihcir cquipmcpt orconlacl other neHtirrii. Spac# is limited 
&o we request that entries be kept as short as nossihle. Extreme¬ 
ly long eniries may be heavily edited or ignored. Send your 
COnTfACT pnliee on s separate sheet cjf pa|>cr to- 

CONTACT. PAGE 6 PDBUSfflNG, STAFFORD. ST16 IDR 


SALE ... WANTED... PEN PALS... ADVICE... HELP 


Page 6's New Atari User 

















